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Anime Clubs in Hawat’i 


Animeco #3 $5 US 
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Animeco #4 $5 US Animeco #5 $5 US 
Anime School, Urusei Yatsura, Anime Conventions, JPop, 


Anime America Swimsuit Special 


Yup, you can subscribe to our quarterly anime connection. Just 
send us the information we ask for below, along with a check or 
money order payable to Limelight Publishing Co. (US funds 
only. Yes, Hawai’i IS part of the U.S.A.) 


O Subscription (4 issues) $16 
O Animeco #1 $5 


Tame: 
O Animeco #2 $5 Name: 
O Animeco #3 $5 
O Animeco #4 $5 Address: 


O Animeco #5 $5 

O SD Annie Button #1 $3 + $Is/h 

O Animeco Coffee Mug $15+$3s/h 
Limelight Publishing Co. 
1513 Young St., Suite 202 
Honolulu, HI 96826 


Message From The President 


By now everyone is aware of the television ratings system, that annoying little 
square in the upper-left corner of our TV screens that tells us whether a program is fit 
for us (or our kids) to watch. 

THIS SYSTEM SUCKS. 

Over 25 years ago the rating system for motion pictures came into being. Of the 
original 5 ratings (G, GP, R, M, X) nearly all have changed. GP became PG but other- 
wise stayed the same, R and G stayed the same, M disappeared because no one 
could define “mature” in audience terms; it was replaced by NC-17), and X went by 
default to producers of sex films, although it was never intended to. (The Street Fighter, 
starring Shinichi “Sonny” Chiba, received an X rating in 1970 due to its violence con- 
tent. It would probably receive an R now.) 

Then came the “parental advisory” labels on record albums, due to some parents’ 
reaction to some kinds of music, notably ‘gangsta’ rap. Oddly, there’s no such label on 
many country-western albums, some of which sing about things just as distasteful as 
doing drugs or shooting cops. 

Now there’s one for TV shows. Unlike movie ratings, the TV system is retroactive. 
Jumanji has a Y7 rating—but so does Speed Racer Applying 1996 standards to a 
1965 animated show is not only frustrating, it’s foolish. There have even been attempts 
to censor the Road Runner cartoons due to their excessive violence—as if the kids 
can't tell what’s real and what isn't. Yet, there are no attempts to censor documentaries 
about WWII, where we know all the violence is real. And don't get me started on talking 
about the V-chip! 

So what does all this have to do with anime? Well, most anime coming into the 
USA is unrated, except for the clearly hentai stuff. This is good, because now, most of 
it can never get to television...not that some of it could have before. Would Minky 
Momo have received a Y7 because Momo was killed toward the series’ end? What 
would have been more offensive about Lupin //I; the indiscriminate gunplay? Fujiko’s 
uncovered breasts? Or merely the fact that Lupin steals things for a living? As much as 
I'd like to see more anime on TV, the new rating system guarantees that some of the 
best won't ever be shown there. Even Robotech couldn’t show Minmay in the shower, 
or the holes in Roy Fokker’s back. 

It seems the only way the fans will ever get the anime they want is to continue to 
buy it on video, without ratings tags, without commercials, without censorship and with 
a direct line to the producers. In an attempt to legislate morality and responsibility, our 
“ leaders have stifled creativity and narrowed our viewpoints by fitting everything, even 
entertainment, into established ‘boxes’. This is why the TV ratings system sucks, and 


why | cannot support it. 
oy lex 
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Anime In the Afternoon. 


No, it’s not the latest feature on the SCI-FI channel nor Disney’s latest money-making 
venture. Deep within the heart of the University of Hawaii’s Manoa Campus, a small 
group of radio station DJs decided to unleash something a little different onto the 
listeners. “Ataru” with the help of “Crazy Ray” and “Mad Max” unleashed the wild world 
of Anime Soundtracks to the campus of U.H Manoa. 


From June of 1996 KTUH listeners were introduced to Mio, Anri, Linda Hennrick and be 
others as songs from Catseye, City Hunter, Gundam, and yes, even Totoro sailed | 


through the airwaves into radios around campus and out into the world... ok, so maybe 


just other parts of the island. Ata limited frequency and range, the area was small but | 


little did we know how many people would be calling. People from Hawaii Kai, Waikiki, 
and from their cars stuck in traffic called with questions and even requests ranging 
from Speed Racer to Sailor Moon to the latest Gundam series airing in Japan. Even 
Kikaida and Kamen Rider V3 got requested several times. 


Some of the folk who 


make Anime in the 
Aftemoon a reality. 
Their names are being 


withheld until 
confirmation of their 
true identities can be 
established. 


Soon others joined us in this venture, “Dreamhunter’” and “Shojo” made some brief 
appearances. Others stayed longer, “Lina” for one stayed quite awhile and now we 
are joined by “Luna - Lina’s older sister’. As we approach our one year anniversary, 
who knows what the future brings. Maybe two shows a week... well, you never know. 


The show is on Monday from 3:00 pm to 6:00 pm on station KTUH 90.3 FM Honolulu, 
89.7 - Hawai'i Kai, 91.3 - North Shore, 99.1 - Oceanic Cable, and the request lines are 
open (808) 956-7261. KTUH does take requests as well as donations of CDs, and 
records. If you wish to send in a copy of a song that you want played, you can senda 
tape with the title of the song/s and the title of the show/s it came from to either “Crazy 
Ray” or “Mad Max” at: 


C/O Japanese Animation Society of Hawai'i 

P.O. BOX 22517 

Honolulu, Hawai’i 96822 

Please, do not send CD’s, or LP records unless it is a donation to this very fun cause. 


For any changes in showtimes, please jack in at http://planet-hawaii.com/lime 


“Crazy Ray” 
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hind the garage...you might be : 
an anime hero. 
If you have naturally bright Bley 


hair.. 
hero. 
If your girlfriend really is from | 
another planet...you might be © 
an anime hero. 
If the research institute you 

work at is at the foot of a 

voleano...you might be an 
anime hero. 

If you live in a house with a 

basement 10 stories 

deep...you might be an anime 

hero. 

If you’re a single guy living with 

two or more unrelated 

women...you might be an 

anime hero. 

If an enemy of the opposite sex 

falls in love with you...you might 

be an anime hero. 
If for some reason strangers 
keep trying to kill you...you 
might be an anime hero. 

If your girlfriend likes to fly 
around in a tiger-striped 
bikini...you’re doomed. Give it. 


up. 


-you might be an anime 


Special thanks to “Fido”. 
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Printed by Brenner Printing, San Antonio, TX. 


Real or Memorex™? 


Japan(LP)—HoriPro announces Kyoko 
Date, the worlds first computer-generated 
idol. Code-named DK-96, Kyoko was cre- 
ated as the first Digital Kid by the Visual 
Science Laboratory (VSL). Kyoko is meant 
to be the first “virtual idol”. Motion-cap- 
ture technology gives her extremely life- 
like movements, and HoriPro assures us 
that she is intended to interact with people 
on live TV in the near future. In the mean- 
time, she will soon be releasing CD 
singles, just like a real idol singer would 
do. Along with her true origins, a person- 
ality profile and an interview can be found 
on HoriPro’s web site. 


Eve Tokimatsuri and Sharon Apple were 
unavailable for comment. 


http://www.dhw.co.jp/horipro/talen’vDK96/index_e.html 
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Write Here! 


Have you got a complaint, comment, cor- 
rection, artwork or just a thought you’d like 
to share? We'd love to hear from you. 


Send all correspondence to: 


Animeco 
c/o Limelight Publishing Co. 
1513 Young St., Suite 202 
Honolulu, HI 96826 


or fax to: 
(808) 942-0277 


or e-mail to: 
whols @ aloha.net 
or 
animatsuri @ genie.com 
or even 
AYHitaka @ aol.com 


All correspondence becomes the property 
of Limelight Publishing Co. and are as- 
sumed to be for publication. Animeco re- 
serves the right to edit letters for clarity and 
length as necessary. Addresses will be 
withheld by request only. 


Free Stuff! 


Animeco is having a contest for those of 
you perceptive enough to take up the chal- 
lenge. The person who sends in the most 
accurate list of items shown in the Annie 
picture on page 5 to the staff here at 
Animeco will be sent a random collection 
of items from around the Limelight Pub- 
lishing office. In the case of a tie, a ran- 
dom drawing will be made. The upcoming 
prize will include but not be limited to: an 
old comic book from Wendell’s bargain bin, 
a handful of condiments, a box of choco- 
late covered macadamia nuts, a few pa- 
per clips, a random Japanese Anime 
Laserdisc courtesy of our friends at A Little 
Light [(808) 591-0793 — shameless plug], 
a crayon, and of course a take-out menu 
from L&L Drive Inn suitable for framing. 
The staff at Animeco have the final say as 
to what's “cool” and what's not. Artwork 
need not be submitted to win (but it sure 
helps). Other prizes may be available to 
runner up entries depending on if we have 
money or not. Void where prohibited by 


law. Friends of Animeco and staff of Lime- ° 


light Publishing Co. need not bother ‘cause 
it would look like cheating. (Sorry Annie!) 
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~ Dear JASH, ~ 


3-4-97 


~~ 


Hi! The first issue of Animeco | bought was the Fall 1996 Number 4 


issue. The comic store where | bought it never had an issue of it before, 
but for some reason they had that issue. | really like it! | have some 
questions though: 


1. What issues have you featured Dragon Ball Z in? Is there any 
possible way | can obtain those issues from you? 
2. Is there any way | can get a subscription? 
3. Could you please print my address in Animeco? |’m a big fan of 
DBZ and there aren't any anime fans in my anime-deprived town! | 
welcome fans of DBZ and people interested in Japanese mythology to 


write to me! I'll write back to anyone! pels 
SON GOKOU 


Tony Cruz § hy 
95 Powers St., #97 . 
Milford, NH 03055 


Thanks for the help! 


PS. Hope you like my Son Gokou 
picture! 


In answer to your questions: 

1. Issue #2. See ordering 
information on page 2. 

2. Yes, see ordering informa- 
tion on page 2. 

3. Yes, look up. 

Thanks for the fan art! Hopefully you'll find some fans nearby to 

make contact with. - wh 


To: whols@aloha.net 
From: Lum <raccoon@cu-onl ine.com> 
Sub ject: Anime Conventions ‘97 


Do you know of any anime conventions coming to Chicago in 1997 (Mar- 
Dec)}?? I know there HAS to be some...but I dunno of any and in you 
Animeco #5 (page 1? to be exact) it talks about ‘97 conventions but 
I see no Chicago onest Could you tell me if there are going to be 
any? Anyway...Love the magazine...especially now you have COLOR! *- 
“and Annie is kawaii... 


Your Fan In Illinois, 


Becky Muehling 
age: 14 


We could only find these and one won't be around until next year. The Chicagq 
Comicon is scheduled for July 4 through July 6 at the Rosemont Convention 
Center, and is to have “Astounding Big-screen Anime”. The other is Anime 


Central on April 3rd through 5th, 1998, at the Holiday Inn O'Hare International 
also in Rosemont, Illinois. - wh 


Thanks! | try. - ayh 


“ 


From: DcNitehawk@aol .com 
To: whols@aloha.net 
Sub ject: Hello? Can you help me? 


I picked up your latest magazine ANIMECO (winter 1996) and was pele intrigued by the 
article “Annie’s ShOPE ANGE Guide to Tokyo”. 


I collect certain Japanese toys...Microman action figures to be precise. I have been trying, 
unsuccessfully, to make contacts in Japan who would understand what it was that I am looking 
for and be able to get some of them for me. 

As you know, buying this stuff from an American toy dealer is basically like emptying out your 
bank account and tossing the money down the toilet....it looks pretty, but it costs WAAAAY too 
much. 


Anyhow, I’d really be interested if you could tell me Cif you happen to know or can find out) 
the names of some shops in Tokyo that would carry older Microman action figures. I’d really 
appreciate ANY help you could give! 


Thanks for the timet 
Take care, talk soon. 
DeNitehawk@aol .com 


Try looking for Mandrake in the Nakano Sun Mall. - ayh 


Dear J.A.S.H. 


| must compliment you on the great magazine you have. You may not believe this but it is 
available even in Utah of all places. It’s great to see a magazine run by actual fans as opposed to 
those glossy ads that try to pass themselves off as if they weren't. | especially liked your cover- 
age of Urusei Yatsura as | am a exceptionally big fan (check out envelope). 

Could you answer a few questions for me? 

1) Do you know where | can get any of the manga reviewed in your magazine? Not many 
places around Utah carry manga and most of the titles aren’t available in any of the mail order 
companies that | know. 

2) Is there any chance on you doing an article on DNA2 or Video Girl Ai? 

3) Do you take submissions of articles or reviews? 


ono3p auwaword 
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Thank you for your patience 
Sincerely 


z0z 
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Tim Lewis (The Living Paradox) 


Thank you. Animeco endeavors to remain a “freethinking” magazine that's not going to 

sell out to the big companies. In answer to your questions: 

1. Finding some of the manga reviewed may be tough for anyone living in an area 
without many Japanese speaking people. You might consider contacting Hakubundo 
or lwase Books in Hawai'i. Their ads are in this issue. 

iil 2. There sure is! As soon as we can find somebody to write them... 

3. Yes we do. All submissions will be looked at objectively. If you would like detailed 
information on submissions call or write to the Limelight Publishing office. - wh 
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Yaho! Welcome again to my anime 
tour of Tokyo. This issue, we go to 
Shinjuku, home of lots of anime places and 
even greater food! One word of warning 
though— the JR Shinjuku station is the 
biggest in Tokyo, and more than 2 million 
people go through here twice a day—what 

—with nine train and subway lines all con- 
verging here. If you want to avoid battling 
your way through the crowd, avoid the sta- 
tion from 7 to 8:30 AM, 5:30-7:30. PM, 
and 11 PM to 12 AM; rush hour has a 
whole new meaning then. 

To get to our first destination you need 
to find the South Exit. Remember this exit: 


The second Yellow Submarine is hard to 
find, but well worth it. 


once you get through the electronic “gates” 
to your left, there are some automatic ticket 
vendors, and above that is a map of the 
JR train lines IN ENGLISH. (Just thought 
I'd let you know, in case you end up lost 
and don’t know where you're going after 
this tour. ;} ) Once you leave the station 
through the South Exit turn right. Walk until 


> -§ 


Q 


you get to the intersection. ‘There should 
be a First Kitchen across the street. 
Avoid this fast food chain at all costs; the 
place is as nasty as Morinaga Love. 
Cross the street; then turn right At the 
little knicknack store (they have the cheap- 
est Tupperware™ around!) with the yel- 
low awning turn left, into the little street. 
Pass the porno store, the contact lens 
store, and the cheap ¥100 used comic dis- 
play on the street, and turn right at the first 
street. Oh—there’s.a really good gyudon 
(think Yoshinoya, but better) store around 
here, | don’t remember where it is exactly 
but it’s in a little hole.in the wall across the 
street from the contact lens place. 

\ Their tendon (tempura ona 
bowl of rice) is only ¥600 
and their gyudon-is the 
same. Yum! , 

There are several things 
in this area, to find them you only need 
to look. They're all on this street. Firstis a 
myriad of video game places. Important 
note: these places have an amaz- 
ing amount of UFO Catchers™ 
(crane games) and many if not 
all of them have anime charac- 
ter-related prizes in them. | got 
myself a “$@# Stray 
Sheep [see issue #5] 
and a few Ranma and 
Lum dolls that | can sell 
to the Animeco guys 
back at home for an 
extorbitant price. Remem- 
ber, ¥100 for one try and ¥500 
for 6 tries! Anyway also in the 
area is Yodobashi Camera, an electron- 
ics store. There are 3 in the area (sepa- 
rated by category)—most important is the 
one that sells video games. But anything 
electronic imaginable, they have. Before 
you buy video games here though, take a 
look around at the next street up at the 


gan 
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Softmap 1; they sell used video games 
here (found an old Super Famicom™ GS 
Mikami game here for only ¥2000!). Com- 
pare prices before buying—sometimes the 
used version:is only ¥500 or so less than 
the new version at Yodobashi. Go a little 
ways past the cramped street with the 
Yodobashi stores (they’re all facing,each 


“other on the same 2 foot wide street), look 


up, and there’s a Yellow Submarine on 
the third floor of this dingy: looking build- 
ing, across the street from yet another 
video game place. This place is for seri- 
ous gamers only; every RPG (Role Play- 
ing Game, no video.games here, sorry) 
known to man, old or new, still in print or 
not, is here. 


Backtrack and go back towards the - 


station. Go a little ways past the station 
(you should be on a overpass about to 
end) and you'll see, to your left, a Tokyu 
Hands. This place, a friend of mine told 
me once, would be even better than Wal- 
Mart to shop at except it’s not 24 hours: 
,Buy anything from 
art supplies to camp- 
ing gear:to Hallow- 
een costumes to fur- 
niture here. On the 
stationery floor they 


» 


Os ' 


Anime Pero, the place to find “older” anime and 
manga goods, 


give you little coupons worth yen towards 
your next purchase. Further down the 
street, also to your left, is a Manga no Mori 
(Manga Forest???). The elusive Japan- 
only RPG's, Sword-World and Magius, are 
here, as well as an impressive collection 
of comics, and even some dojinshi. You'll 
have to walk to the end of the overpass 
and backtrack along the street to this store. 
It's a firetrap waiting to happen—be care- 
ful climbing the stairs on rainy days. 

LUNCH BREAK!! Go back onto the 
train and go to Takadanobaba (2 stops 
away from Shinjuku). Take the Waseda 
Exit and walk past the giant red building 
on your right, Seibu’s Big Box, a sports 
and entertainment facility (cheap Karaoke 
before 6 PM!). Be sure to walk on the Big 
Box side of the street—food is on this side, 
a few blocks up. It should be to your right 
after a five minute walk, it’s Malabar, the 
most excellent Indian curry place | have 
ever been to in Tokyo. They make their 
own naan (Indian bread) right in the win- 
dow. If you go during Raunchy Time 
(Sv 4%42,), 2-5 PM, you can have 
cheaper food (¥500) and on good days, 
all you can eat naan. Their lassi is great 
too. 

Okay, go back to Shinjuku station, this 
time take the East Exit—to your left is My 
City, one of the famous scenes in the City 
Hunter anime/comics. It’s a superb de- 
partment store, but first, let’s cross the 
street to Studio Alta. It’s a trendy depart- 
ment store as well but our goal is the bot- 
tom floor, where there are many restau- 
rants, among which are Cozy Corner 
(yummy cakes) and Haagen Dazs®! 

Okay, (munch chew) now that that's 
done, walk away from the station on the 


big street, Shinjuku-dori 
Avenue. If you walk on the 
Studio Alta side of the 
street you'll pass a Banana 
Republic/Gap looking store 
on your left, with four big 
kanji. It's the Muinryohin; 
| call it the No Brand Ge- 
neric Store. And it is; ev- 
erything from cola to 
placemats is all brandless 
and therefore, cheap. Only 
place around where you 
can get a spiffy looking pic- 
ture frame for ¥500. 

Walk until you get to the 
corner where Isetan (yet 
another department store) is. Looking 
across the street is a tall building and on 
the fourth floor you should see a neon sign 
saying Tiki Tiki. It’s a Polynesian pub with 
Japanese dancers doing Samoan dances. 
Go fig. If you dance with them they bring 
you a free Mai Tai (a ¥900 value). We'll 
come back here for dinner and a few 
drinks. Remember this place—they put 
fireworks in their drinks. You think I’m kid- 
ding, don’t you. I’m not. 

Turn left here, at the corner of Isetan. 
Cross the street at the intersection, and 
straight ahead should be a fire hydrant and 
a bunch of tall buildings—squint up at one 
across the street, next to the red brick 
building, and on the fifth floor or so should 
be a bright yellow sign that says Yellow 
Submarine. It's the same company, dif- 
ferent items—the entire floor is dedicated 
to models, vinyl and garage kits, as well 
as supplies. If the garage kit you're look- 
ing for isn’t here, then it don’t exist. Two 
floors up is a model car racing track. 
Plan to spend a few hours 
ogling things you can’t af- 
ford in this store. Back- 
track to the big street with 
the department stores, 
and walk further up the 
street. The Marui Depart- 
ment Store (I call it Oi-Oi, 
that’s what the sign says) 
with its Virgin Megastore 
should be on your right 
and a block or two later is 
a movie theatre (they play 
a lot of anime movies), and 
right below it, Anime 
Pero—they sell cells and 
lots of anime goods here. 


Was your favorite anime around 3 or 4 
years ago? Chances are you'll find stuff 
from that anime here. 

Well, that’s it for Shinjuku. The guys 
carrying my purchases say they’re thirsty, 
so | guess I'll have to let them treat me to 
some drinks at the Tiki Tiki. Next 
time we'll go to Ikebukuro, the 
place | like to call, “pond-in-a- 
bag”. See you next time! 


This season, in Shinjuku, Annie 
sports a white “Bitch” tee-shirt that 
is two sizes too small. Her retro 
seventies bell-bottom jeans com- 
pliment the tightness of the shirt at 
the hips, and the always en vogue 
Annie adds a pair of ugly red Con- 
verse™ look-alike platform shoes 
to the look. But what outfit is com- 
plete without accessories? She 
wears the latest in “gangsta-bitch” 
mini-backpacks and a Snoor 
Doggy Dog-style hat, perfect for tr 
spring season! Trés chic! 


“Hey Annie! Did your last boyfriend 
give you that shirt?” 
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Guarhian Knights 
Deswon ¢ Kssig het 


800 years ago a demon nearly destroyed the world. 

Only the sacrifice of the world's greatest heroes stopped 
the beast. Now, only a brother and a sister stand 
between their home and the demon's return. Even with 
the power of a Guardian Knight, do they stand a chance? 


Heroic dark fantasy from Tygger L. Graf and D.A. Graf. 
Guardian Knights: Demon's Knight is the first in the mini- 
series story-lines, telling the battle of the siblings Keyes 
and Saraenae Sherai as they desperately thwart Martyn 
Klisp from sacrificing Artika to release the demon Renegar 
from his mirror prison. 


Limelight Publishing Co. 
[513 Young St., Suite 202 
Honolulu, HI 96826 
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Publishing 
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© VIZ COMMUNICATONS 


YOUR SOURCE FOR GREAT MANGA COLLECTIONS 


CRYING FREEMAN, FIST OF THE NORTH STAR, 
MAI THE PSYCHIC GIRL, NINJA HIGH SCHOOL, 
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Sync or Swim 


As we dive into the world of dubbing. 


by Mary Mason 


Dubbing. Ooooh scary. It’s a word that 
sends shivers down the spines of many anime 
fans. And for good reason. There always 
seems to be a profusion of films and videos 
with poorly written out of sync dialogue spo- 
ken by cartoony voices. These releases often 
bear no resemblance to the original versions. 
But what about the exceptions, those well- 
dubbed animated episodes and features for 
which every effort is taken to ensure techni- 
cal quality and story integrity? Yes, they do 
exist, and they don’t happen by accident. 

Like any profession, there are dubbing 
mills that chum out mediocre work, barely 
meeting minimum standards. And then there 
are individuals and companies who elevate 
dubbing to a profession that encompasses skill 
and talent. Equal time is overdue to the lat- 


ter. Through my involvement on 
Japanimation projects, | am fortunate to work 
with some 

i) of the best 

«@ dubbers in 


the business 

and am afforded a first- 

hand view of the process. 

& I would like to share in- 

formation as well as a few 

experiences and observa- 

tions by some of these people, 
as-well-as my own. 

First let’s define dub- 
bing. It is the replacement of 
existing live action or anima- 
tion dialogue in one language 
with another. Itis commonly 
confused with ADR (auto- 
mated dialogue replacement) 
which replaces actors’ voices 
in live action productions be- 
cause a technical problem 
occurs or adds dialogue 
where none exists. Dubbing, 
by its very nature, is more 
difficult and com- 
plicated. Unlike 
ADR, which re- 

places dialogue expressly 
intended for an actor to speak, dubbed dia- 
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logue must first be translated, written to suit 
the idiom of the foreign market in which it’s 
teleased, then conformed to fit a character’s 
mouth movements. This must be done with- 
out compromising the quality and essence of 
the original product. Not an easy task. 

The process of dubbing a show is a mini 
production in itself. In addition to the record- 
ing studio and other support staff, there needs 
to be a producer, a director, translator(s), 
writer(s), sound mixer(s), distributor(s) and 
voice talent. Occasionally, a composer and 
sound effects editor are needed to provided 
additional music or audio effects. A weak- 
ness in any of these areas can ruin a project. 

Dubbing is also, first and foremost, a 
business. It is a profit-making entity subject 
to problems, guidelines, and objectives like 
any other business. More often than not, a 
project is delayed because the producer is 
having difficulty retaining the rights to a show. 
Or the translation is late. Or the animators 
are still animating. Or some major executive 
decision has not been decided. Yet the dead- 
line and the budget have not changed. When 
the go-ahead is given, only a portion of the 
time remains in which to complete the work, 
and there’s no padding for extras or overtime. 
The bottom line is, it has to be done. And in 
order to keep company doors open, pay the 
staff, produce the product, and ensure future 
prospects, it gets done. 

Why. dub? _ In the beginning, there was 
animation, Andit was good. And the Rights 
Holder saw that it was good and realized that 
foreign market revenues would be even bet- 
ter. So the Rights Holder sayeth, “Let there 
be profit.” And the Director spoke, “Let not 
subtitling distract the devout from my visual 
message, but hearken to the voices of those 
that are dubbed.” Thus, it came to pass. Ba- 
sically, this is why and how the chain of events 
is set into motion, “The “originator or rights 
holder ofa show may feel that subtitling de= 
tracts from a viewer’s enjoyment as he has- 
tens to read the dialogue. Subtitling is also 
limited in the amount of words allowed on 
screen, and this can result in severely edited 
dialogue. 

When a decision is made from on high to 
dub a production, a few things happen. The 


foreign rights holder lines up a buyer for the 
American rights. A company or independent 
producer is then hired to oversee the dubbing 
from start to finish. This usually entails find- 
ing a director, script writer, recording facil- 
ity, voice talent and occasionally a translator 
if translated copy is not available. Bids are 
submitted, and selections are made. Once 
legal rights have been finalized and any last 
minute costs negotiated, the starter pistol fires. 

Dubbing projects are notorious for hav- 
ing low budgets and rapid turnarounds. The 
majority of anime shows are done by non- 
union facilities because union houses are cost 
prohibitive, or they are shipped to Canada 
where government subsidized companies let 
clients get more bang for their buck. Projects 
tend to suffer when they are spewed out by 
dubbing mills, but many rights holders don’t 
care. But while this may be rule, there are 
always exceptions. Some of the best work in 
this country is performed by non-union or 
low-end union establishments, and rights 
holders are learning that if the product im- 
proves, it will sell better. 

One up and coming American produc- 
tion company whose dubbing is gaining re- 
nown in both the U.S. and Japan is ZRO Lim- 
its in Granada Hills, California. Yutaka 
Maseba, producer for the firm, has been in- 
volved on such anime features and OAVs as 
Macross Plus, Giant Robo, Black Jack (se- 
ries and feature), and Ghost In The Shell. He 
credits much of his company’s reputation for 
producing first-rate work to its ability to span 
the culture gap. Even their translations are 
done in-house to guarantee dialogue accuracy. 
Japanese-American Maseba and his Japanese- 
born associate Haruyo Kanesaku rack up one 
success after another in the Japanimation 
market. “With my grasp of Japanese language 
and culture combined with Haruyo’s skill in 
client communications and relations,” says 
Maseba, “our projects don’t suffer in the dub= 
bing process. This advantage also brings ina 
substantial amount of work from the Japanese 
creators of shows instead of from the distribu- 
tors. They contact us because they trust that 
the quality of their animation will be carried 
through to the English version.” 

ZRO Limits also takes pains to ensure that 


the characters re-voiced 
by the American cast 
Share basic similarities 
with their Japanese coun- 
terparts. Maseba ex- 
plains, “Once I get a show 
in, I take a look at it; then 
(I) have a conversation 
with the director. We dis- 
cuss what the character is 
like in Japanese and who 
would be (their) equiva- 
lent here, in the way of 
live action actors. That’s 
the best way for me to 
convey to him what quali- 
ties that actor or actress 
should have, by compar- 
ing (to) someone we're 
both familiar with.” 

One more notable 
reason their company is 
gaining notice is their 
ability to assist clients in 
laying the groundwork 
for original productions. 
When renown animation 
director and mecha-de- 
signer Shoji Kawamori brought his animation 
team to the U.S. for research on Macross Plus, 
they went to ZRO Limits. Maseba relates, 
“Mr. Kawamori and his animators wanted to 
visit a number of places like Edwards Air 
Force Base, an air and space museum, and the 
Palm Springs and San Francisco Bay area 
windmills for reference material he would 
later use in the film. Mr. Kawamori also 
wanted to take a ride in a stunt plane. Haruyo 
made all the tour and travel arrangements, then 
accompanied the group as its interpreter.” 

Even though every effort may be taken, 
quality can still be difficult to maintain since 
dubbing provides a natural set-up for misin- 
terpretation and mistakes. It’s not just a mat- 
ter of switching languages—it’s a leap from 
one culture to another. This is evident most 
of all in the translation. Yet many transla- 
tions require translating because they are in- 
decipherable and incoherent. Often, the trans- 
lator does not have a strong command of ei- 
ther the language they are translating to or 
from. His or her ability to communicate an 
idiom or cultural concept may be weak be- 
cause they cannot grasp or convey it effec- 
tively. Many translations are done strictly 
from a provided script without benefit of 
watching and listening to the film or video. 
Important story points and dialogue are usu- 


ally lost or misunderstood this way 

I’ve encountered some gems of cross- 
culture language mutilation which either had 
me doubled over with laughter or ripping my 
hair out, depending on my deadline situation 
at the time. A recent translation I was work- 
ing from simply noted that the character 
“Makes ill-tempered questions. Ad-lib.” 
There was no indication whatsoever as to what 
she was asking, so the Japanese producer re- 
translated that portion of dialogue. The 
“clarification” went like this: “There is asame 
point with us in Earth. Such as the lifestyle 
based on farming and hunting. However, what 
is the same point between a life mode and cli- 
mate, metaphysically and logically...” 
Baffled, I watched the work video a few times 
until I realized that the character was speak- 
ing in an affected scholarly manner. I ended 
up writing a long, pompous professorial lec- 
ture unrelated to the translation. Even though 
it’s not what the character is saying in Japa- 
nese, it’s still within the context of the story 
and gets the point across. Given little to work 
with, writers have to improvise as best they 
can. 

Dubbing scripts contain the dialogue that 
will be spoken by the voice-over actors. The 
mechanics of script writing can vary greatly 
from writer to writer. While not completely 


Les Claypool adds the final touches on another Magnitude 8 Post product. 


standardized within the industry, most com- 
panies that 
dub em- 
ploy a stan- 
dardized 
style guide so that every- 
one works from a uniform 
text. Pauses, emphasis, 
reactions, sound processing, 
speech patterns, attitude, per- 
formance direction—these 
must be clearly indicated in 
the script through special no- 
tations and scripting style. 
Example: 01:03:16:07 
(SOTTO, ANGRY AND 
SHIVERING FROM COLD] 
Why that son of a...4° No 
wonder he didn’t tell me! * 
(SLIGHTLY O/M FROSTY 
BREATH) 01:03:18:15. The 
bracketed words are obvious. 
The actor is speaking sotto (to 
himself), he’s angry and cold. 
Emboldened words are spo- 
ken dialogue. Un- 
derscored dia- 

logue is spoken 

off camera. One carat in- 
dicates a micro-pause of approximately less 


Spring ‘97 :: ANIMECO 13 


“We would never harm the integrity of the original Japanese sound job, 


but we definately augment it.” 
, y aug 


than one 
second. 
Two carats 
indicate a 
pause of roughly one 
second or more. “O/M” 
informs the actor to speak 
or make the sound with a 
slightly open mouth. The 
numbers are beginning and 
ending time.codes which,.if 
used, appear on. the video 
from which the writer works. 
Time code marks the actor’s 
starting cue and duration of 
dialogue and indicates the 
hour, minute, second, and 
frame on the video. Some 
companies do not use time 
code. This makes it difficult 
and time consuming for a 
writer to return to a point of 
reference on the tape, espe- 
cially if he’s trying to pick up 
where he left off 
during an endless 
“talking head” 
conversation. 
Whiting to accommodate the mechanics 
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ofa script style is the easy part. Creating dia- 
logue to fit the characters’ mouth movements 
without making it sound awkward or corny is 
the real challenge. I often come across the 
translated equivalent to Hamlet’s soliloquy 
which is supposed to fit into the character’s 
eight lip flaps. Or conversely, I might need 
to pad thirty seconds of on-camera mouth 
movement because the translation merely 
reads something to the effect of, “No, I didn’t.” 

Writing. obstacles also arise during. pro- 
duction of the original project. I was aston- 
ished to learn that most Japanimation is first 
animated using the script as a guide, and then 
the voices are recorded. It’s virtually dubbed 
twice, once in Japanese and then in English. 
It explains why a lot of Japanese dialogue is 
out of syne. Since the animation can’t be 
modified after the fact, a frustrated director 
often tries to put in as little or as much dia- 
logue as he feels is needed for a scene. This 
doesn’t always mesh with a°characters” per- 
formance or lip movements. | always run into 
scenes where the character’s mouth remains 
still while the dialogue rambles on or his 
mouth silently continues Jong after the dia- 
logue ends. Sometimes it’s a simple case of 
poor direction or acting. Compound this with 
hard delivery deadlines which cause jobs to 


be rushed, and a real lip 
sync mess could result. 
And writers always 
have to be on the look- 
out for screen and script 
discrepancies. Quint 
Lancaster, writer and 
director for Animaze in 
Northridge, California, 
shares an anecdote 
from Black Magic M- 
66. “At one point in the 
movie, a woman is 
given the name ofa res- 
taurant where she’s 
supposed to meet her 
friends. In the script, 
the restaurant’s name is 
“Ramplings.” But 
since Rs and Ls are 
commonly confused in 
Japanese, the animators 
made the name ‘Lump 
Rings.’ I just happened 
to notice it on the video 
as I was watching. It’s 
little things like that 
you have to watch for.” 

Even the best 
script and story is pointless if the voice actors 
can’t hit their marks or give good perfor- 
mances. It takes more than a golden throat to 
do this work. Seasoned actors display a blend 
of skill and talent when they step into a sound 
booth or onto a recording stage. Their abil- 
ity to take direction, follow a dubbing script, 
fit their voices to the characters’ mouth move- 
ments, deliver a rousing performance, and 
work under pressure simultaneously is truly 
masterful... The_best-voice artists work.con- 
stantly, and if you watch. much dubbed _ani- 
mation, you are likely to distinguish them from 
various shows by their voices. Veteran union 
voice actor Steve Blum comments, “It’s dif- 
ficult enough to create or match a voice that 
perfectly fits a character when recording wild 
tracks [no sync], but to complicate the per- 
formance by boundaries of time code, mouth 
and body movement and expression...well it 
isn’t just acting any more.” 

Many performers have horror storiés t6 
tell about ultra low-budget amateur projects 
which make inhuman demands on talent and/ 
or pay well below standard wages. Blum re- 
calls, “Before I became a union voice actor, I 
performed on many projects where I would 
not only play 10 or more characters on a single 
show, but some directors would insist that I 


instantly alternate from one character to an- 
other to follow the exact order of the lines as 
they were written in the script. Normally, you 
do all the lines for one character at a time. In 
some scenes, many of my characters would 
interact, sometimes six ata time, and they all 
had to sound different.” 

One problem that commonly arises is the 
unavailability of voice talent. Actors might 
be booked on other projects or subsidizing 
their acting careers by working in areas unre- 
lated to the entertainment field. This is also 
true of writers, directors, translators. Some 
actors need to make special arrangements with 
their employers so that they can attend audi- 
tions and recording sessions. A recurring 
nightmare for non-union projects is losing an 
actor who joins an entertainment trade union 
such as Screen Actors Guild (SAG) or the 
American Federation of TV & Radio Artists 
(AFTRA). Established character voices sud- 
denly change in mid-series because a union 
actor can now only accept union work. But 
the worst possible situation occurs with the 
loss of a performer due to serious illness or 
death. “We had an actor named Ed Mannix 
who portrayed this salty older detective in the 
series ARMITAGE III,” relates Lancaster, who 
directed the show. “He passed away before 
we could finish all the episodes. Ed was a 
great guy and perfect for the role. That was 
hard to deal with, and finding a replacement 
for him wasn’t easy.” 

Contending with problems like these is 
just one of the director’s many jobs. His big- 
gest responsibility, apart from directing, is 
finding talent to suit specific characters. The 
director relies on a resource bank of actors he 
regularly uses, but when he needs additional 
talent, he-switches.hats.and.becomes a.cast- 


_.ing director if one is not.in the budget. From 


demo audio tapes, reviews of previous work, 
or professional recommendations, he selects 
candidates for audition. After that, the direc- 
tor, or producer, and in some cases, the cli- 
ent, will make final selections. 

After all the parts of a show have been 
cast, the director begins the unenviable chore 
of scheduling the talent and studio for voice 
recording. The number of separate character 
parts ranges Widely, from™perhaps only"a 
handful in a 30-minute program to dozens in 
a feature-length film. The director must break 
the script down by character and determine 
how many lines, or “loops,” each actor will 
speak. Ifthe director is familiar with an actor’s 
ability, then he can schedule a performer’s 
time at the recording studio with relative ac- 


curacy. But unforeseen complications almost 
always arise. New actors unfamiliar with the 
director or script style, late arrivals, lip- 
synching problems, and technical difficulties 
can trash a schedule. Delays back up other 
actors who need to leave sessions at set times, 
and it can run the recording studio into over- 
time. That’s a bad thing. Studios charge an 
hourly rate that can range anywhere from $100 
to $225 per hour, depending on the audio 
needs for each project. What’s worse is if an 
actor must return to dub a single line because 
it didn’t record clearly, or for some other rea- 
son like it was overlooked by the writer, or it 
was needed for dialogue continuity. Both the 
actor and the recording studio must be paid a 
minimum for their time, and that can signifi- 
cantly impact the budget. Add this to the strain 
of meeting a tight deadline, and watch the 
brows sweat. 

Once everything’s in place—the script is 
written, actors are scheduled, and the studio’s 
booked—the director finally gets to direct. 
Another director for Animaze, Jenny Haniver, 
comments on the basics. “It’s usually pretty 
self-evident as to what’s happening in the 
animation because it’s an expressive medium. 
You’ve already got a voice performance on 
tape, so the actor can pick up 90% of that. 
Direction is mostly needed in line delivery. 
Actors will emphasize words that aren’t sup- 
posed to be, or they’ ve never seen the materi- 
als before. They don’t know what’s going 
on. You have to go into a show knowing ev- 
erything about it and what happens.” 

This brings up a huge problem that both 
the writer and director encounter: the lack of 
story synopsis prior to writing a series. “It’s 
important to know what’s going to happen in 
the episodes,” says Haniver, “otherwise you're 
writing and directing blind. We often don’t 
know the ultimate outcome or how things are 
going to tie together, there may be hidden 
character motivations, and it could affect con- 
tinuity. The Japanese originator of a series 
seems to worry that the ‘surprise’ ending will 
get out to the American audience, so they’re 
reluctant to feed us any details. Sometimes 
this causes the ending to be more of a sur- 


prise than anyone planned on.” 


~Theré’s still more to the*director’s job; 
little of which is creatively rewarding. While 
certainly a vital stage of the dubbing process, 
directing can be a mixture of sheer tedium and 
multi-tasking. Director and audio engineer 
spend long days in a recording room with tal- 
ent cooped up in a sound booth. The director 
may require an actor to repeat a variety of lines 


with different deliveries for final selection. 
After speaking the same dialogue over and 
over and listening to it a dozen times, it’s hard 
to keep a fresh perspective. During sessions, 
a director is often responsible for carefully 
notating the script as lines are recorded, to log 
any dialogue changes or special instructions 
for the audio engineer for future reference. If 
a scripted line just doesn’t work for lip sync 
or content, the director has to rewrite on the 
fly. Situations arise where a large group of 
people will be recorded for a crowd scene or 
background atmosphere. These “walla” ses- 
sions must be carefully orchestrated by the 
director so they don’t end up sounding like a 
mishmash of noise when recorded. And most 


importantly, the director acts as a cheerleader, 
keeping spirit and motivation high during the 
sions. “The sessions are often lively,” smiles 
Lancaster. “Jokes are flying, everyone’s 
joy working on the shows we do because it’s 
relaxed as well as professional.” 
audio engineers in “spotting” -- watching for 
areas on the work tape that need a sound ef- 
overlooked in the original. In some cases, 
directors 
take part in q, 
the record- 
says Lancaster, “I noticed 
that an overcoat the char- 
flapping in the wind, but there 
was no sound, So I took off 
flapped it... It’s.those small. 
touches that add atmosphere 
Once the voice talent has 
been recorded, the director 
the audio team takes over. 
Even though the project rests 
they have been involved from — 
the onset of production. ~ 
studio takes is to have J” 
copies of the D2 
beta cam, or in 
the case of older shows, 1” 


humdrum and frustration of recording ses- 
laughing and having a good time. Actors en- 
Directors also work in tandem with the 
fect, audio enhancement, or background noise 
personally 
ing. “On Macross Plus,” 
acter Guld was wearing was 
my coat, got in the booth, and 
and life to a shot.” 
steps out of the picture, and 
in their hands at this stage, 
The first step a recording 
digital, digital 
analog master video tapes made from the 
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Microphone pre- 
amp for dialog 
recording. 


Video & digital 
audio deck controller. 


Mixing board. 


3/4” video deck for 
picture. Audio decks 
“lock” to this via 


time code. 
Time code analyzer used to 


detect problems in the video 
worktapes time code. 


Microphone with Pop Filter. This 
is used to-eliminate the popping 
sound that the letters P, B, T and 
others can make when the wind 
from the actors voice hits the 


microphone. 
Script stand. 
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original material. Duplicates must be exact, 
as these are the tapes with visual timecode 
reference that the studio, writer, actors, and 
director will work from. If an error is made 
during the duplication process, the time code 
rate may differ from the master, preventing 
the video and audio machines from running 
in sync. This can result in hours, days, or 
weeks of wasted work, depending at what 
point the mistake is discovered. A real stom- 
ach-turner for an engineer is finding the prob- 
lem after the picture has been dubbed, and 
none of the final audio elements (voices, mu- 
sic, sound effects) lock up to the picture. 
Caught early enough, the situation is easily 
remedied by duplicating new tapes with cor- 
rect time code. If the mistake is found too 
late, a complete conform must be done. A 
conform is an involved technical process 
which modifies the speed or timing of the 


audio track so that it locks to picture. 

Next, the audio engineer transfers the 
original M&Es (non-voice music and sound 
effects) from the master to the digital multi- 
track audio tape. This audio will be re-mixed 
with the new recorded dialog, to create the 
English language version. A quality check of 
the M&Es is then done to make sure they are 
usable. The sound engineer will run through 
them, listening for any glitches, drop-outs, 
lack of sound or other problems, a step that is 
often repeated with the director after the dub. 
Because the original M&Es are usually 
cranked out so quickly due to the usual time 
and money crunches, things such as birds 
chirping or city background sounds may be 
missing. Or, the original Japanese dialogue 
will sometimes bleed through areas of the 
M&Es, rendering those portions useless. 
Unless specifically requested by the director, 


there should never be complete silence any- 
where in an American version. Asa rule, even 
a seemingly soundless scene should have full- 
ness—air conditioning hum, room tome, light 
buzz, etc. This helps to sustain excitement 
and viewers’ attention. 

Many anime fans argue that making 
changes like this to the original sound tampers 
with the film. Les Claypool, owner of Magni- 
tude 8 Post in Arleta, California, specializes 
in recording an re-mixing dubbed animation. 
He offers on the subject, “I can understand 
their point of view. I collect sound tracks, 
and when I buy one that’s completely changed 
from the original, I’m irritated. The reason 
we do additional sound work for these shows 


is because they are American versions. We 
would never harm the integrity of the origi- 
ment it. Many of the Japanese sound effects 
are created quickly, television style since 
most theaters in Japan are nowhere near as 
well outfitted for sound as those in this coun- 
lease.” 

A major cause for migraines among au- 
are ae because they no longer sync up 
with th 

q, 
Cilvent w 
master 
the masters. They may —% 
have gone through a num- 
conversions. Japan and U.S. 
tape formats, are governed by 
tapes.might be converted. to 
PAL, SECAM, or others for- | 
tries. If the only master tape | 
that exists ofashowisinone | 
converted once again back 
into NTSE for use in 
from all these conversions, 
especially on older shows, is 
separate elements. This re- 
sults in audio ele- 
no relationship to 
the video elements, often 


nal Japanese sound job, but we definitely aug- 
they’re not meant for theatrical release. Plus 
try, so we address that issue for American re- 
dio engineers is finding that the original M&Es 
picture. 

tapes are not necessarily 

ber of copies and standards 

NTSE-standards, but.master 

mats for use in other coun- 

of these standards, it must be 

America. What can occurs 

that the audio ends up on 

ments that have 

with no time code or reference which allow 
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the two to be matched up. “It’s awful,” 
Claypool says with a grimace. “All you can 
do is put the whole thing in a computer, then 
sit there and cut and paste, nip and tuck, slide 
and shift, time expand, and time compress just 
to get the show to sync. We get plenty of 
shows where the sync is bad enough that doors 
are shutting sonically half a second after they 
do visually. If we wanted to be purists and 
say, ‘We can’t touch anything, leave it in,’ 
everybody who'd watch would wonder why 
we did such a poor job.” 

After the music and effects have been 
checked and signed off, work begins imme- 
diately on building additional audio from the 
spotting sheet. Once this is complete, the ac- 


tual dubbing is done. Digital audio decks are 
locked to monitors, which the actors view 
from the sound booth or room. As the actors 
watch the monitors, they will either cue to the 
timecode, which appears in a corner of the 
picture, or to “beeps,” an audio cueing sys- 
tem used over headphones. As the engineer 
records each line, he plays it back for the ac- 
tor and director, then saves the approved take. 
Sometimes only half ofa line is done well, so 
the engineer will punch in on the tape deck 
between words and continue the line from that 
point on. 

Japanese voice recording is differs greatly 
from its American counterpart. In this coun- 
try, audiences are hugely concerned with lip 


DA-88 digital audio tape deck 
used to reload dialog, M&Es and 
all additional EFX work. 
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sync, whereas in Japan, performance is the 
primary focus. In the U.S., all main charac- 
ters and on-camera characters are recorded 
one at a time, with one microphone, to dedi- 
cated tracks. This obviously takes longer, but 
the audio is cleaner. In Japan, there is no 
luxury of time and money to record this way 
since studio rates are far higher than here, and 
productions are on break-neck schedules. 
Recording sessions go much faster in Japan. 
Basically, most of the main characters as- 
semble together in a room with a row of moni- 
tors and microphones for each actor, and each 
performer speaks his or her line in sequence. 
There could be six or more people recording 
at atime. If five out of six hit their marks and 


the overall performance is good, the one char- 
acter who is out of sync will be overlooked. 
A session like this, or possibly an entire show, 
might take only half day to record; a similar 
session in the U.S. could take days. 

When recording and all M&E work is 
complete, and the engineer fine-tunes the lip 
sync for fit, it’s on to the final mix. As the 
term indicates, dialogue is mixed with the 
M&Es, and the volume levels of each are 
raised or lowered to achieve a proper listen- 
ing balance. For instance, the overpowering 
sound ofan explosion might be dropped down 
so that a character’s overlapping voice can be 
clearly heard, or the distinct background chat- 
ter of restaurant patrons will be buried beneath 


Pro Tools digital audio editing 
system used to slip dialog for 
better sync, create & add addi- 
tional sound EF X, audio can 
then be transferred to DA-88 
tapes. 
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EFX libraries. Software allows 
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layers of dishes clattering and silverware 
clinking to provide a muffled ambiance. Dur- 
ing the mix phase, small sound enhancements 
are also added. Characters speaking as they 
walk down a hallway need a tint of echo added 
to their voices. Dialogue inside a car should 
have a boxy quality. An announcer over a 
radio would sound like a transmitted voice. 
Even crowds running across the screen can 
be panned to sound as though they are mov- 
ing from one side to the other for stereo play. 
“Added audio touches enrich the quality of 
an entire show,” says Claypool. “On a live- 
action film, it’s done without thinking. Too 
many people do a dirty, quick and cheap job 
just because it’s animation. I look at it as 
something that a lot of people worked hard 
on to get this far—the animators, the direc- 
tors, the writers—it’s not right to let it go down 
the tube during final mix.” 

Once the mix is complete, the last stage 
is called layback since it “lays back” the final 
audio master to the final video master. Up 
until this stage, the two have not been locked 
together. This process usually takes place at 
a separate video facility because many record- 
ing studios cannot afford the high cost of the 
equipment necessary for layback. The engi- 
neer runs the final video master and the final 
audio tracks simultaneously in record mode, 
thus marrying sound and picture. Voila! A 
done dub. 

And now the little dubbed show that was 
nurtured from infancy into a full-fledged for- 
eign release is now at the mercy of duplica- 
tors. Everything may go smoothly until it ends 
up on a video store shelf, or Murphy’s Law 
will make a last ditch effort to throw a wrench 
into the works. While most productions are 
mass.reproduced without any.problems, some 
duplication houses.take short cuts to.save 
money, usually at the show’s expense. Some 
duplicators create new masters by transferring 
the D2 digital video masters onto a different 
format so that they don’t have to purchase 
costly D2 video tape decks. All of the retail 
home videos will be run from these masters. 
Lesser formats do not have the same specifi- 
cations as digital, therefore the quality is de- 

/graded. A few duplication houses have even 
“taker it upon themselves to’ Change the vol: 
ume levels thinking that the show is too loud. 
What they don’t realize is that the project is 
mixed to push the volume envelope of cur- 
rent standards. The duplicator may be oper- 
ating by obsolete standards, set for older video 
decks. 

Nothing is as easy or simple as it seems, 


and dubbing is no exception. This article is 
not intended as a blueprint of the process since 
every producer and studio employs their own 
systems and methods. It does, however, of- 
fer the reader a basic overview from subjec- 
tive vantage points. 

There are constants in life, and no doubt 
lousy lip sync, butchered dialogue, and char- 
acters with John Wayne voices will always 
be among them. But in spite of this, good 
dubbing still stands out and makes a name for 
itself. There are enough professionals who 
not only deftly ply their craft, but who also 
respect and appreciate the animation genre. 
Their goal is to provide first-rate English lan- 
guage renditions of foreign animation with- 
out deviating from or tampering with the story, 
theme, characterizations, and spirit of the 
original. It’s more than just a paycheck that 
motivates them to labor under duress and deal 
with ever present constraints. It’s the satis- 
faction and pride of a job well done. 
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Selhyn Shitematy: 
The Dybbing Yeari 


by Peter “Totoro Hunter’ Payne 


A friend of mine once wrote about our 
Golden Years of anime fandom in a letter. 
“It was 1986,” he wrote. “We were young 
and the world was ours. Robotech was 
on TV, and we all learned so much.” 


These words managed to imprint them- 
selves on the minds and heart of all of us 
who were involved with Seishun 
Shitemasu Productions. Seishun — our 
name comes from Kyosuke’s brief mono- 
logue before the credits of Kimagure Or- 
ange Road, and means “living the spring- 
time of our youth” — is one of the major 
groups making fan-dubbed animation for 
consumption by fans, principally in 
crowded hotel suites at cons. The late ‘80s 
were the best of times for all of us — it 
was a simple time, an exciting time, when 
we all struggled just to understand the 
basic story of something as trite as an 
episode of Urusei Yatsura, when knowing 
hiragana put you in a position of power in 
your peer-group. These were the early 
days of anime, when there was no anime 
section at Tower Video, Project A-ko wasn't 
shown on the Sci-fi Channel with an intro 
by Ray Bradbury, and a bunch of guys with 
a VCR could make a difference in a world 
that was far too serious. 


Tale of Dubbing 


As far as anyone can know, the Mother of 
Fan-Dubbing was employee of Home De- 
pot in Garden Grove, California, Pam Buck. 
We encountered Pam one day at the San 
Diego Comicon, where she was showing 
two of her excellent productions, How 
Drugs Won the War and Dirty Pair Does 
Dishes. Pinesalad Productions (if you 
need to be told where “Pinesalad” comes 
from, you weren't an anime fan in the late 
‘80s, and shouldn't be reading this article) 
consisted of Pam “BD Banzai” Buck and 
her acolytes: Seymour Krelborn, Hazzard 
Addams, sister Billy Jean, and a few other 
talented friends. 


20 ANIMECO :: Spring ‘97 


Something about the concept of fan-dub- 
bing anime into something more immedi- 
ately appealed to the creative otaku in me. 
Here was a medium with no constraints 
whatsoever, where a person could let his 
imagination run free. 


Seishun Shitemasu got its startin earnest 
in mid-1989, when Nadia of the Mysteri- 
ous Seas showed up at our local Japa- 
nese video rental store in San Diego, Cali- 


fornia. It didn’t require much brain work to ~ 


say that Nadia was really Sheeta who had 
just gotten back from the Bahamas “for 
some much-needed rest...and a 
Coppertone™ Tan.” Our first production 
(that we let anyone see — there are two 
apocryphal early works which we might 
write about on our web page someday, if 
there are enough requests) debuted at our 
local anime club, and we were happy. 


Having people actually laugh at something 
we’d done gave us a hunger for more. 
Kimagure Orange Road: The Akira Story 
told one of my pet premises that linked 
Orange Road, Mai the Psychic Girl and 
Project A-ko into the same esper universe, 
and told the story of Kyosuke’s son, Akira. 
(Think about it for a while.) Unfortunately, 
a curse was placed on my family by a 16th 
century Scottish monk, which would cause 
every odd-numbered production | would 
direct to miss its creative mark. 


Pinesalad Productions’ HO 


Seishun Shitemasu’s greatest success 
came with my only truly inspired work, 
Robotech Ill; Not Necessarily the Senti- 
nels. Robotech was one of the grandest 
influences on the Seishun group, and 
R3:NNTS was our lasting monument to 
that era. Robotech fandubs were nothing 
new — Pinesalad had pioneered the genre 
with the Drugs trilogy. While both my co- 
conspirator Josh “got his name ina Foxtrot 
comic strip” Mercer and | tried to emulate 
the Pinesalad style early in our careers, it 
is perhaps a testament to the fundamen- 
tal error of such an attempt that both of 
our efforts remain either locked in a dusty 
vault, alongside copies of Robotech: The 
Movie, or beyond mortal ken, lost to the 
tooth and claw of ancient Betamaxes. 


Footage was compiled and scripts were 
written, but the effort fell upon problems 
of the “hired help” variety, with voice ac- 
tors thinking they had some God-given 
right to countermand the Director's orders 
and change lines in the script whenever it 
pleased them. Some months later we 
started up again, taking advantage of my 
mother being out of town for a week. We 
utterly destroyed my mother’s house in the 
process, but we got it done. We had our 
high points — eleven hours of straight 
dubbing is nothing but fun, no, really; and 
our bad points, namely dubbing the “Well, 
Gambatte ne Annie” scene with a fat, 
drunk voice actor who went to sleep in 
my hallway, causing our hair to turn white. 
Robotech III went on to win accolades from 
everyone at con parties. James 
“McKinney” Luceno said “I want to screen 
it for Robotech fans everywhere!” (and 
made some interesting comments about 
full frontal nudity which are unprintable). 


Other productions followed. Ranma 1/3: 
Notes From the Closetwas our first “good 
enough production” in which we let qual- 
ity slip a little, in the interests or preserv- 
ing that wacky feel. | came to Japan in 
1991, where I’ve been ever since; this gave 
Josh Mercer and the other Seishun scouts 
achance to flex their creative muscle with 
such excellent productions as UC 0069 
(Gundam made into a Wonder Years epi- 
sode) and Anime Bites. We're still dubbing 
the sequel to Robotech Ill, a massive 
project that is three years in the making 
— is slated for general release in the 1997 
con season. 


Those By-Gone Days 


Looking back, | treasure those fun, irre- 
sponsible days when we lived for dubbing, 
annoyed my mother, made sound effects 
by clacking CDs together, watched Twin 
Peaks, and, as my friend 
wrote, learned so much. It 

was a simple time, a good 

time, when a bunch of 

guys with a VCR could 

embed themselves in the 

soft, wet folds of American 

anime fandom and find 

peace. We want to go back 

to that day. 


For scripts, sound files, in- 
formation on obtaining 
copies of Seishun 
Shitemasu Productions 
works, see our newly up- 
dated homepage. 


http://www.ax.com/users/ 
seishun/index.html 


(Note that at no time may money be 
charged for Seishun Shitemasu’s works. 
They are in the public domain and should 
be available to everyone.) 
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The Pinesalad Dubography 
No work is the sole source of its cre- 
ators, they say. That's why | am proud 
to have shared many acon suite with 
Pam Buck and the other Pinesalad 
members. | list here for your approval 
the long list of Pinesalad dubs which 
provided much inspiration for us. 


The “drugs” trilogy 


How Drugs Won the War 

So Glad you could Drop In for Sip of 
Sherry, Slut 

You Lying Hussy, | Thought You Were 
a Man 


The Dirty Pair series 


Dirty Pair Does Dishes 

Revenge of BD 

Fist Full of Pasta 

Viva la Dirty Pair 

Flight Five Conspiracy (as-yet-unfin- 
ished) 


The Complete Seishun Shitemasu 
Works 


Below is the full list of our produc- 
tions. Note that copies are available, 
but it requires perseverance to find 
someone who will copy them for you. 
The best play to obtain on copies is 
the Seishun Shitemasu webpage. If 
you're not on the Internet, you don’t 
exist, So you're not reading this. 


Laputa II: The Sequel 

Kimagure Orange Road: The Akira 
Story 

Robotech Ill: NNTS 

Ranma 1/3: Notes from the Closet 

Voltron: Hell Bent for Leather 

UC 0069 

Robotech IV: Khyron’s Counterattack 
(affectionately known as 
Khyron’s Albatross) 

Anime Bites 

The Lost Episode of Voltron 
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Shooting From the Hip 


By K.J. “Keiji” Karvonen 
Thanks to Essei Ushijima, and William 
Chow (of Arctic Animation). 


Hello again, and welcome back! Ina 
grand old tradition I’ve just made up, |’ve 
got some great stuff for you that you won't 
see anywhere else. Why? Why not! This 
issue’s deadline was a bit of a surprise for 
me, so | haven't got a column 
head for you, which you might be 
used to from reading my column 
in another magazine. | wasn’t 
quite ready, so I’m shooting from 
the hip this time. 


Before | get any further, | 
want to mention something. It 
may seem sometimes that | 
come up with all this great inside 
info myself. That’s not quite true; 
behind everything | write is a 
great bunch of friends that help 
me. They make some things 
easier, and some impossible 
things possible. This time, what 
made all this work was my two brothers in 
Japan, Nick Nishizawa and Essei 
Ushijima, and my good buddy William 
Chow in Canada. Nick has made possible 
by his kindness and friendship everything 
I’ve had a chance to do in Japan, and ba- 
sically took care of me when | was there. 
Essei is like another me, but Japanese 
style: a writer and professional, sure—but 
always, a fan and costumer first. These 
two guys took chances on me, and | hope 
| never disappoint them. 


William has helped me on lots of oc- 
casions, and has welcomed me into his 
circle of fans— and, incidentally, made me 
an honorary ‘Nadian (Canadian). This 
time, he’s saved my butt by providing pic- 
tures when my own didn’t come out. 
Thanks, William. 


And now, on with the show! 


BAD is GOOD! 

First up, a gang of fan producers you 
may not have heard of, coming out of the 
wilds of Norcross, Georgia. 

These guys do the usual fan stuff: fan 
subtitling, anime music videos, fan films, 
fan dubbing— but with a difference: their 
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work has a editorial bite that you usually 
don't see in the “just-for-fun, don’t-annoy- 
the-big-guys” world of fan productions. 
They say what they think in their work, 
loud and clear; and that may be why their 
productions are shown over and over 
again at fan gatherings all across the na- 
tion. 


They call themselves CORN PONE 
FLICKS. 


/ 
fee 
needic-dicks! | just 


had this thing painitcd! 


They're best known for their series 
called B, A. D.: Bad American Dubbing. 
This series (there are 3 so far) concen- 
trate on bringing you the worst pieces of 
bad dubbing that the shamefully money- 
hungry, quality-unconscious American re- 
leasing companies have foisted on their 
American victims. They're presented as 
a series of clips, with commentary, that 
brings you the créme-de-la-créme of the 
worst moments from such ‘legends’ of 
the industry as Carl Macek and Sandy 
Frank. It’s a hall of shame, with that extra 
twist of the knife lent by a running com- 
mentary of the sort you'd just love to say, 
but haven't the ‘nads. See for yourself: 


An excerpt from the opening of BAD: 

“The story you’re about to see is true. 
We at Corn Pone Flicks have spared no 
expense, left no stone unturned, in order 
to bring you the shocking facts behind the 
complete degradation of an art form. Japa- 
nese cartoons, revered the world over, 
have been grotesquely mutated by fat Yan- 
kee pig producers for the sole purpose of 
making a buck, regardless of the personal 
or artistic cost.” 


Christian Smith, representing Corn 


Pone, mentions this effort: 

“We've done several pieces ragging 
on American dubbing companies, and 
these video opinion columns have been 
incredibly popular with con-goers and 
anime fans. In addition, we’ve done a 
parody subtitle.” 


The subtitle mentioned (UFO Robo 
Grandizer vs. Great Mazinger) does a 
great job of making fun of the liberties 
taken in even the subtitled ver- 
sions of anime some companies 
put out. For example, there's the 
annoying tendency for some com- 
panies to put in inappropriate and 
incorrect foul language into their 
scripts: Corn Pone’s version of 
UFO Robo Grandizer vs. Great 
Mazinger is replete with such in- 
appropriate southern-isms as 
“Y'all” and “Needle dick”! 


My own personal favorite is a 
scene from the dubbed Yamato, 
released in the US as Star Blaz- 
ers. This scene features a cut with 
dialogue lifted right out Harrison 
Ford's copy of the original Star Wars script. 
As if this wasn’t enough, the guys at Corn 
Pone supered the relevant scene of Han 
Solo in a window at the bottom of the 
screen, so there’s no mistaking the source! 
Genius! 


The Corn Pone Gang also does lots 
of live-action fan films, such as the 
Waterworld-like, ultra-violent Corn Dog 7 
and Star Dipwads. They're also working 
on an effects-laden production that is a 
parody of Captain Harlock and other 
anime, called Ozone Commandos. Keiji 
says, “Check ‘em out!” 


You can inquire about these and other 
productions by contacting: 

CORN PONE FLICKS 

5137 Sugarwood Terrace 

Norcross GA 30093 


M-M-M-My Sonoda! 


Well, the output of Toren Smith’s com- 
pany has (as usual) been catching the eye 
on the comic stands. One in particular was 
done by an old fan favorite: Kenichi 
Sonoda. You probably remember Mr. 
Sonoda from his work as character de- 


Ao TT 


signer for Bubble Gum Crisis, or Gall 
Force, or maybe you love “Mistie May” from 
Graffiti Of the Otaku Generation. \f you've 
been impressed by Sonoda’s artwork, 
well, that's no surprise. He’s had lots of 
practice. | asked him how long he’s been 
working, and he replied: “I've been work- 
ing professionally since | was 16 years old, 
drawing manga.” He wanted me to know 
that he always has worked under his real 
name, Kenichi Sonoda. Perhaps you'd like 
to know about his first published work? 
Sonoda did illustration for ANIMEC, which 
was published by General Products (the 
defunct merchandise arm of GAINAX) in 
Osaka. 


Considering the work he’s been 
known for in the past, the surprising thing 
about the manga he’s been doing now is 
that unlike most of the popular translated 
manga titles, this one isn’t science fiction. 
Gunsmith Cats is much closer to Dirty 
Harry than to Star Wars. It’s a spin-off idea 
from the OAV Riding Bean (released here 
in the US in 1990 by Animeigo). As a 
matter of fact, Sonoda admits himself that 
his work is heavily influenced by Ameri- 
can action movies. Watching Riding Bean, 
you might swear that sometimes you're 
watching an animated version of The Blues 


The Investment Gallery 
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Or call 914-496-3213 


Brothers—which is one of his favorite 
movies. Gunsmith Cats started in 1991, 
and Sonoda has been drawing it for 
Weekly Comic Afternoon since then. 


So, if Riding Bean did so well, why not 
a manga continuing the story of Bean ban- 
dit? Mr. Sonoda answered, “In my mind, 
Riding Bean and Gunsmith Cats are the 
same thing! When Riding Bean was 
made, the rights to it (and the title) were 
bought up by Artmic, who produced the 
OAV. Because they own it, | can’t use the 
same name. Bean Bandit will be showing 
up in the story soon, though!” 


The two characters from Gunsmith 
Cats were just a drawing that his editor 
saw, and liked; so Sonoda just put them 
into the same world. The world in ques- 
tion is Mr. Sonoda’s fictionalized version 
of Chicago, a gritty arena where ruthless, 
heavily-armed criminals face off with the 
police and bounty hunters like Rally 
Vincent, the protagonist of the work. | 
asked Sonoda why he chose Chicago as 
a setting, and he replied: 

“| wanted to set the action in a big 
American city, but New York and Los An- 
geles are used too much already, so | fig- 
ured it would be a good place to set city 
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action in.” Has he ever been to Chicago? 
“When | worked on Riding Bean,” he told 
me, “| went to Chicago. | used the research 
| did there for Riding Bean, and for Gun- 
smith Cats.” | asked him if he had friends 
there, and he answered that he didn't, but 
he did know someone in Minnesota. So, 
why not San Francisco as a setting? “I 
thought about San Francisco,” he an- 
swered, “but there have been too many 
police dramas set there, and | wanted to 
use a city that hadn't been used for this 
kind of story so much! I’ve done one part 
where Rally and Minnie May do go to Los 
Angeles, though.” 


Gunsmith Cats, like many of Mr. 
Sonoda’s works, is heavy on the mecha: 
Cool Technology! However, since ‘Cats is 
set in the present, the mecha in this case 
consists of powerful cars, exotic guns and 
explosives, and James Bond-style de- 
vices. Is this one reason he wanted to do 
this type of story? He admitted that he 
loves firearms, but they are illegal in Ja- 
pan, so he can't own them. | asked him if 
he had actually fired any real guns, and 
he said “I finally had a chance to shoot 
some guns at a range when | went to a 


Continued on page 35. 


Wendell Hong , 6 Eat L/ ey . 


[Insert Cool J-Pop tune here] 


Wendell: Well looky here! Still here after 5 issues and the 
best kept secret of Animeco! ;~) 


Christina: | wonder how many people actually read this, 
anyway... HELLLOQOOO0O?? Anyone out there? *echo* 
*echo* *echo* Hmmm.... 


Heh. Well, maybe a little Kimagure Orange Road news 

ought to attract readers. Apparently, another KOR T-shirt is 
being planned, featuring Manami and Kurumi. See http:/ 
/fmg .simplenet .com/anime/manami .html for more details. 


But there’s more! | recently found out that the second 
novel of Shin Kimagure Orange Road has been translated 
by Peter Payne, a name many of you Netizens may be 
familiar with. God bless his heart. This one is a 
“coolware” translation, meaning if you read it, 
please send him something “cool” — more 
details in the translation notes. (Which reminds 
me, that’s something | have to do....) 


You can do a search for it, but if you’re too lazy you 
can come look at my bare bones site, at: 
http: //uwu2 .havaii.edu/~cchun 

No, we don’t make any profit off this or any- 
thing. :P | put the Shin KOR novel #1 in my 
site too, because when | was searching for it 
(at the same time | found the second novel), | 
couldn't find it, but then | found it in some 
dusty, forgotten nook in my computer. So | 
stuffed it onto my site. Send Peter a post- 
card too if you read the first novel; I’m sure 
he'll appreciate it =) Over to you, Wen! 

(Feel like I’m in a news broadcast all of the 
sudden) 


Wendell: Anyway, !’ll start off with what news 
passed by me recently. Many of the 4 
popular anime titles that Manga 41 O 
Entainment owns will now be available ; 
on Direct TV as Pay-Per-View offerings 
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on channel 160. To bad Hawai'i doesn’t get DIRECTV... 
2¢ 


Christina: But I’ve got info that says we might get Rurouni 
Kenshin. A little something to soothe the pain? Some 
Quicktime trailers are located at: 
http://uuu.sme.co. jp/Movie/TU/SamuraiX 
The site calls Kenshin a “28 year old unisexual samurai.” | 
thought he was a ronin. After all, a samurai has a lord and 
a ronin doesn’t... hate when things get mixed up like that. 
But worst of all, what the heck is a “unisexual” samurai? A 
hermaphrodite? Eeeewwwwww....! Granted, | only saw 
one episode of Rurouni Kenshin but I thought he was a 
guy. Speaking of interesting s*xual situations... 


Wendell: Masamune Shirow fans that were disappointed that 
all the real hentai scenes were cut out of the US release 
of Ghost In the Shell comic will be happy to know that 
the issue #24 of Penthouse ComiX will feature 
uncensored by Shirow as well as a steamy piece by 
Utatane (whoever that is). 


¢) Christina: Ah, the stuff you hear if you eavesdrop 
here and there. Here's a question by David (this guy 
in Canada) answered by our very own Roy Sato- 
san, the former Disney animator and now 
Computer Graphics master. Wannabe 
animators, direct your questions here! 


(David) Hey, you know those scenes in 
animes where they have backgrounds 
animated? | suppose they take extra effort, 
/ butis there a systematic procedure in doing 

them? Especially the really detailed ones. 


(Roy) Nope, you gotta do those by hand and 
there’s no real ‘procedure’. In Japan, its called 
haike-dohga which literally means background- 
inbetweens. It’s a taboo term animators don’t 
like to hear since its a pain in the butt. | know 
the Spider-man series uses CG to make up for 
that, but it sure looks terrible. In Akira, they 
had CG “assisted” scenes where animators 


Qi 


would do background moving scenes by tracing images 
rendered out of a computer. The final image was still 
inked and painted so it didn’t have that ‘oh, the back- 
ground is CG’ look. 


Christina: | didn’t know that bit about Akira. Too bad Roy 
doesn’t start up his own animation company. He knows so 
much about animating. 


Wendell: Considering all the wacky bosses Roy has to put up 
with this could yet happen. :*) 
...By the time people read this the Adam Warren written & 
drawn TITANS one shot for DC Comics will have been out 
on the stands for a month now. A Beta-preview was sent 
to us and the whole book is up to Warren’s usual high 
standards artwise but the story reminds me more of 
Legion of Super Heros rather than TITANS. Still worth 
picking up from what | see here. If sales of this book is 
good you can bet DC will get Warren to do more stuff 
in the future! 


Christina: Ick. | didn’t like Warren’s Dirty Pair adaptations 
much. He can draw, sure, but he can’t WRITE! And 
he messed up on of my favorite anime! (double :P 
:P) So I’m rather biased against anything he 
worked on... but | guess it's worth at least a 
look. I'll do it for DC and the Titans. (And my 
country, blah blah, flags waving in 
the air...) :P :) 


Finally, a bit of unconfirmed (be- , 
cause | don’t have Japanese fonts on Ny 
my computer) messaging about Sega 

and Bandai: 


On October ist, Sega and Bandai will merget 
(japanese info on http://uwuu.nikkei.co. jp7) The 
new company name will be “segabandai”. (all 
together in katakana.. don’t know about English 
spelling) 


What will happen to the games, anime, toys..?? 
I hope this doesn't mean that the Bandai games 
wonfit come out on PS any more. If so, my PS 

is going out the window for a Saturn.. 


Diy re 


=3MNec 


Christina Chun 


Maybe the Sega games will come out for PS? (I doubt it...) 


— Hitoshi Doi, Toshi Nibunnoichi doi@tcp.con 

half a UFO catcher doll, half a cel 801 tactical training 
squadron 

http://uwu.tcp.com/doi/doi.html doi@win.or. jp 


Christina: Think it’s time to buy some stock in Bandai or Sega, 
Wen? 0_0 


Wendell (who's had a Saturn for a year): To end this install- 
ment here's a tag line | recently stole ‘cause | thought it 
pretty much summed up my opinion of such things: 


*Giant Robo -Because sometimes you just need a giant robot 
to kick some ass* 


Christina: Hey! | think a friend of mine used that in his 
.Sig....Arm. 
Anyway, that’s all for now from this end too. Got 
midterms and midterm art project deadlines 
coming up (gag me with a Conte crayon), else 
I'd write more. Whee. Seeya, Wen. =) 


Wendell: Not to worry! Actually, | asked 
Steve Harrison <tochiro@ix.netcom.com> 
(who's a big Giant Robo fan) if it was OK 
with him (his .sig is where | 1st saw this) 
and his reaction was pretty much ‘more 
the merrier’! -Aloha Minna-san! 


=END= 


Got a hot tip for either Christina or 
Wendell? E-mail them at: 
cchun@hawaii.edu or 
animatsur i@genie.com respectively. 


Hey gang! It's summer and it's way too hot (or 
at least too humid, darn Kona winds)! Similarly, the 
anime is pretty hot too. We're going to be finishing 
up a lot of older stuff to make room for all the new 
shows heading our way, so let’s get to it! By the 
way, | need to mention that the following is only about 
what | THINK we're showing. As usual, the actual 
showings are subject to change with no notice what- 
soever. 


Angel Cop: 

Concluding the series is the big showdown 
between Angel and Lucifer the psycho cyborg psy- 
chic. Not too much else to say except that the body 
count is pretty impressive and that there is one 
REALLY psycho mad professor in the last two epi- 
sodes. Mass violence and destruction are the key 
phrases here. 


DNA2: 

In the episodes we will be showing, the day of 
the competition is getting closer and Kotomi and 
Junta are working hard to help each other leaving 
poor Ami to do a lot of soul searching into her rela- 
tionship with Junta, and Karin to do a lot of worrying 
about the Mega-Playboy. The two episodes after 
that involve a special package sent to Karin from 
her boss and the trouble that it causes (can't say 
too much more without ruining it). 


Dancougar: 

We'll be finishing up what we are planning to 
show of Dancougar with these episodes. Due to 
some confusion over episode numbers, the show 
reviews | did in Animeco #5 are the ones we're show- 
ing (sigh). Added to these are a couple of others 
including two episodes where team members try to 
kill each other (this new Mgeh general plays pretty 
dirty...). 


Emblem of Gude: 

This movie is about a special pair of women in 
a fantasy world of magic. One is a sorceress, and 
the other is a warrior woman that also happens to 
be a princess who found royal life too boring. In this 
movie the two women attempt to thwart the plans of 
a mad goddess-queen and her scheming second in 
command while trying to protect a trio of children 
from a neighboring land. 


Due to the demands of several members (who 
managed to get their hands on more episodes) we 
will be continuing the series about the luckiest cap- 
tain in all of space (even more than Captain Kirk). 
In these episodes we see Tylor get a special reward 
for his actions in the battle where he destroyed an 
enemy patrol, a new member comes aboard who 
hails from very far away (like the Ralgon Empire), 
and we get to see what happens when the crew 
loses a bet and has to act properly (and clean up 
the ship) for twenty-four hours. 
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Phantom Quest Corp. 


Move over Ghostbusters™! This is a show 
about a modern day miko (a priestess who special- 
izes in exorcising ghosts [Ed. note: see next page]) 
who is making a living (a bad one due to her pen- 
chant for shopping) exorcising ghosts. In this first 
episode we see her deal with a pair of vampires 
and wreck Tokyo Tower (why is it always Tokyo Tower 
that gets messed up?). 


Super Atragon: 


This two part show has already been reviewed 
(the second part by me in this very issue) so | won't 
waste time with too much explanation. Suffice it to 
say that this show is based off an old live action 
movie and sports some really cool explosions. If 
you can't make it to the meeting, check it out from 
the video store, it's well worth it. 


Hawai?’s Programming 


J.A.S.H. Schedule 


May 
Dancougar 


Super Atragon, part | 
Angel Cop, part 5 
Phantom Quest 
DNA? 


June 
Dancougar 
Emblem of Gude 
Angel Cop, part 6 
DNA? 


July 
Dancougar 
Super Atragon, part 2 
DNA? 

Capt. Tylor 


Anime Exploration Team Voting Center : 


Dec.1" - Feb 26" 


—FAVORITE SERIES— 
Orange Road 106 
Ranma 1/2 
Sailormoon 
Ah! My Goddess 
Evangelion 
Tenchi Muyo! 


Total Votes : 1950 


—FAVORITE FEMALE— 
Madoka Ayukawa 49 
Rei Ayanami 43 
Belldandy 21 
Mai Shiranui 21 
Souryu Langley 20 


Total Votes : 632 


Cast your vote today! 


Spring Results 


—FAVORITE MALE— 
1. Ranma Saotome 
2. Shinji Ikari 
Ryo Saeba 
4. Dark Shneider 
Mamoru/Darian 


Total Votes : 258 


http://rescomp.wustl.edu/~anime/votehtmi/voteform.html 


“Beautiful gifls, giant robotsand al- 
most no plot to speak of...now that's 
anime!” 

Or so raves the promo for the Febru-) 
ary 24 issue of Science Fiction Weekly, 
apparently oblivious to the fact that their 
own reviewer, Tasha Robinson, had used 
that very issue to trash Power Dolls for 
having...you guessed it...no plot to speak 
of. The promo was obviously written by 
someone who hadn't seen much anime, 
but could.recognize.a.naked.womanwhen 
he saw. one. 

Sure; sex is part of what makes anime 
so muchffun. It's a form of adult entertain- 
ment, affer all. Butas all otakusoon learn, 
the sex in animes seldom as purely male- 
oriented or always as heterosexual asthe 
Science Fiction \Weeklys promo suggests. 
And.any. anime that relies-only on sex is 
doomed to failure; even the porno has 
some kind of plot line! 

"yy Sex is, of coursewonerreason forall 
those beautiful girls, and « even Me a lot of 
the giant, ’ only rei 


“religion. [Shinto i y 
lo of the sex; like most anci at, 
fs, Shinto is nothing, if not! learthy.] To 
re precise, the link between women 
a echa lies in the legend of the miko, 
the Shinto priestess, Sy e 
Most otaku; know about miko, These 
tena sorcerers in/ their, distinctive, red 
lakama appear regulatly i in.anime. \Urusei_ 
Yatsura’s.Miss Sakurai iSa miko,a beitan- 
incompetent one:* Blue Seeds Sakura 
Yamaguchi doés:a bit better a 
poor eyesight and American accent. Natni 


in Silent Mébius and Chiaki in Zenki are 
both classic miko despite their es n- 
ventral kimono: uy an e 
Crystal Triangle resurrect the\earliest 


known miko/ the semi- -histori¢al Queen 
Himiko who'ruled Japan with her magic in™ 
the third century. And Tatsumiya Keiko of 
Doomed Megalopolis shows why all miko 
are necessarily female when she uses the 
power of sexuality and love to rid 1920s 
Tokyo of its demonsMiko aré Wapanesel 
witches, good! witches who use their Mmagi- | 
cal powers to communicate with beneve-/ 
lent spirits and exoreize harmfulones. / 
If you want to know. mofe about mika, 
however, you’d better plan on/doing the 
research yourself /Most books on Shinto 
7 | 7 , 


iy 4 
~ 4 
yy a 


eee aS 


anime. 
_ 1878, but clearly their legend lived on, and 


; Japanese people. 


barely mention miko. Atbest, you'll learn 


' that they are descended from the female 


shamans who ruled /much of prehistoric 
Japan. You'lllearn that they began to lose 
power when a more secular,Chinese style 
of politics replaced their religious rule) but 
continued to serve in shrines and as vil- 
lage wise women. Kiki's mother, although 
placed in a European setting and not de- 
scribed as a miko, probably comes clos- 
est to the truth about such miko: a trusted 
village-healer.with,herspells and.potions. 
Mikowere finally banned in 1873 when the 
new, westernizing Meiji government de- 
cided to recreate Shinto as a nationalistic 
religion. Some books may even mention 
that. miko have made a modest comeback 
since 1945. 
None of that explains what they are 
doing romping -across-your television 
screen. The fact is that the real-life come: 
back of the mikoin postwar Japan is noth- 
ing’ ‘compared to their resurrection in 
Miko may have been banned in 


even grew, in the hearts and minds of the 
And until someone 
does some serious research about miko, 
the best place to learn about them is that 
ongoing chronicle of Japan’s collective 


heart and mind: anime and manga. Anime 


nt tell you who the miko really are or 

ere, but it will tell you who the Japanese 
think they are. 

You! ILlearn that although miko do re- 


cei training, their powers are usu- 
_ally hereditary and passed down through 
~the female l€line. This is graphically depicted 


in the manga, Mai the Psychic Girl, by a 
tableau of bare- breasted women, Mai's 
miko anc o disappearing into the 


‘toShow the source of their power: 
their sex. In older folk tales, miko some- 
times scafed- demons away by showing 
their genitals, but Japanese film codes 
won't even allow pubic hair, so anime 
makes do with breasts. 

Mikos’ powers are closely linked to 


HWemalesbiologyFyandisexual.experience. 


Their supefnatural powers begin to mani- 
fest only -with the onset of puberty. Miko 
are not necessarily virginsy but sexual 
trauma oF sex too early in/life can ruin 


them. This is what happens to Yukari in 
[Doomed Megalopolis. She obviously 


y ‘ \ y 


has talent; she is t 
mon, Kato, and s 
earthquake. Unfo 
by her brother sot 
puberty, an event t 
upon themselves, 
able to control de 
trolled by them. 


form the basis for Severa’ Sher 

female types in anime. The miko's 

an exorcist, for example, is often combined 
with martial arts traditions to produce more 
secular demon-fighters like Sailor Moon, 
Devil Hunter Yohko or Kisaragi Ayaka of 
Phantom Quest Corp. The miko's ability 
to communicate with the gods and her 
sorcery have likewise been reinterpreted 
as psychic powers: E.S.P., telepathy, tele- 
kinesis, teleportation, levitation, and the 
like. 

It's those psychic powers that link miko 
and miko-like women with mecha or, as 
Science Fiction Weekly would have it, gi- 
ant robots. With a few exceptions like 
Astro Boy or Armitage III, Japanese ro- 
bots do not conform to the American con- 
cept of human shaped machines with ar- 
tificial intelligence. Japanese robots, or 
mecha, are usually huge, exoskeletal fight- 
ing machines, some more anthropomor- 
phic than others. Often they can trans- 
form in midair, or even on the ground. A 
few have rudimentary artificial intelligence, 
but nearly all of them need a human pilot 
to function. These pilots often control their 
mecha through some kind of telepathy. 

That's where the miko, or at least their 
offshoots, psychic women, come in. Origi- 


_nally, mecha anime were designed for 


boys, and 
usually 
featureda 
young 
male lead 
whose 


KOE 
CHAN 


wane EXPLAINS 
iene §=6IT ALL 
ally me- By Antonia Levi 
chanical. iS 
This was 


the case with Jimmy Sparks of Gigantor 
[1966] who controlled his robot with a hand 
held radio device; the more recent retro- 
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on the ~ Gund 
mecha sty le with 


ne 
p 
f i sap the Aten 


bile suits. Later, however, it tuned out that 
his talent was the result of a mutation i 


f 


aN 


volving psychic powers. Amuro Reywas g 


a “new type” human, and so was his arch- 
rival, Char Aznable. 
women were on the scene, in the mobile 


Suits, in love, and in the minds of other 
“new types.” As the plots grew more com- — 
plex and more concerned wa the private | 


lives of the protagonists, 
Gundam drew a larger, 
older and increasingly 
female audience. How- 
ever, it still remained a 
male oriented anime with 
women playing important 
but secondary roles. 
Still, Gundam had 
shown that women could 
play strong action roles, 
particularly if mecha were involved. Ina 
way, women and mecha were made for 
each other since the use of mecha made 
the pilot's physical size and strength irrel- 
evant. Courage and intelligence were what 
made a good mecha fighter, and those 
qualities were not gender specific. Nor did 
they all involve psychic abilities. Series 
like Gall Force, Gunbuster and 


women, mecha, and psychic abilities was 
Macross Il. T he original Macross series 
-had already combine d mecha with a miko- 
_ like woman in the persona of Lin Minmei, 
~ a popular singel Ose voice had the 
ee to quell analien invasion. Minmei, 


however, did not climb into a mobile suit 

_and go out to fight, ot voluntarily anyway. 

~ It was hard enough to get her to sing on 
cue. In Macross lowever, the alien in- 
_ vaders broke throug h the “Minmei De- 
__ fense” by using “Emulators,” young women 
ensconced in womb-like mecha who liter- 
ally sang their mechapilots into battle with 
mind controlling songs. Only the actions 
of a renegade Emulator named Ishtar 
33 saved the nee that time. 


ii, 


Soon enough, 


...women could 
play strong ac- 


tion roles, par- 
ticularly if mecha 
were involved. 


[wo years after Macross Il, Dangaio 
hic women to another popular 
e: the robot team. In America, 

nal robot team genre is best 


t that is greater than the sum 
The message is the value of 


at were you expecting from Japan? 


(sow Wayne?.] Many early robot teams 


included a woman, usually as a love inter- 
est, but Dangaio really spiced things up 
with ateam made up of three women and 
one man. iro form the Dangaio robot, the 

_ team had to link telepathi- 
cally as well as physically. 
Mostly because of this em- 
phasis on psychic powers, in 
Dangaio, the women domi- 
nate the action. Rol Kran, 
the only male member of the 
team, is abnormally passive 
and becomes powerful only 
when he joins telepathically 
with the women. 

Women continued to do better than 
men in merging with mecha. In Detona- 
tor Orgun, for example, a young man finds 
himself called by his mecha “self.” [Deto- 
nator Orgun also features two future so- 
cieties controlled by blind female psychics 
very reminiscent ‘ofmiko.] The young man, 
Tomoru, spends most of the=three-part 
series having fits“of. angst about j joining 
with a mecha‘ in. this way. In fact, e al- 
most loses himself i int eyeiee ge, and is 
saved only when his lover, Ka ee i Michi, 
straps herself i into the computer and joins 
him, naked, in ‘cyberspace. Iti is only with 
her help that Tomoru is sable to let go and 
release the’ data earth needs. Interest- 
ingly, even on her first try, ‘Michi has little 
trouble merging with the computer. That's 
partly becausé she’s the scientist who cre- 
ated the machine in the first place, and 
partly because she loves Tomoru, but it’s 
also because she’s a woman with miko- 
like characteristics. Miko, of course, are 
born to such merges, with gods, with men 
and with mecha. 

That doesn’t always mean they like it. 
When Kano Nagisa learns of her destiny 
to become a mecha pilot in Iczer-One, she 
engages in some world class whining that 
makes Tomoru look good. Once in the 


ere 


tied to the fear of losing oneself in sex, 
and explains ‘why encounters ‘between ‘ 
humans and mecha or humans and gods’ ~ 
so often have sexual overtones...and why » 
the characters so often wind up without 
their clothes. 

Women, at least in the anime view of 
the universe, deal with such merges (sex?) 
better than men. In Doomed Megalopo- 
lis, for example, Keiko merges more than 
once. First, she becomes one with 
Kannon, the goddess of mercy, thereby 
gaining the goddess’ powers. By the end, 
she is Kannon, or perhaps Kannon has 
become Keiko; with a really good mikoit's 
hard to tell. Later, she merges with the 
demon. She does not exactly die, but she 
is lost to those who loved her...and they 
mourn her passing. 

Asimilar mystery surrounds Kusanagi 
Motoko in Ghost in the Shell. Even at 
the beginning of the movie, she has al- 
ready joined with mecha. She is a com- 
plete cyborg; even her brain has been ar- 
tificially enhanced and expanded. Her only 


Continued on page 35 


Jiko Shékai: 
| In Japan, whenever you join a new group, 
| you are inevitably asked to make a jiko shékai, a 
| self-introduction. This is a wonderful custom 
| which allows you to begin each new relationship 
| with your own version of who you are. Here is 
my version of who I am 

| 1 am an ex-hippy, ex-nurse, ex-translator, 
| ex-college professor, and ex-several other things 
| I don't admit to when sober. I grew up in 
| Hawaii and still love the place despite having 
lived in a lot of other cool places: San Francisco, 
Tokyo, and Kyoto being high on my personal list 
of favorites. I now live in Walla Walla, 
Washington, for no really good reason except 
that it’s there. 

For those who are into credentials, | have a 
B.A. from the University of Hawai'i, an M.A. 
from U.S.C., and Ph.D. from Stanford, all in 
Japanese history. For those who put more trust 
in anime, my role model is Washit-chan 

I recently wrote a book about anime, 
Samurai From Outer Space: Understanding 
Japanese Animation, in which I explored the 
traditional Japanese roots of anime and also the 
reasons for its popularity in this country. In this 
column I hope to continue that exploration. 

For anyone who wants to rant and rave 
about this article, I can be reached at 
levi@wwics.com. 


— Toni Levi 


VIDEO 


Blue Seed Rebirth 


© 1995 Yuzo Takada / Takeshobo ¢ BS Project * TV 
Tokyo * NAS 
© 1996 A.D. Vision 


First off, | would like to warn all of you 
out there that this is not a new series of 
Blue Seed but just Eps. 13 and 14. Still, 
AD Vision should at least explain that this 
is just a continuation of the original series 
and not the new series that | have been 
hearing of. 

Well, things are certainly coming toa 
head as Momiji attempts to tell Kushinada 
how she really feels when Kaede (his first 
love) makes a reappearance on the en- 
emies side. The Aragami has just upped 
the ante, with the apparent rebirth of their 
god, Susano-Oh. 

Due to pressures from my honest, 
erstwhile (get the gun outta my back) edi- 
tor, | have been asked, nay, ordered to 
compare both the English language ver- 
sion with the subtitled. Now many of you 
out there may be snickering at the picture 
of me valiantly sitting down and gritting my 
teeth at the English Language Version (ok, 
its dubbed, let’s be honest here.) Well, 
that picture is close to the actual event. | 
am glad that no one video taped it... (why 
is my editor grinning???) 

To A.D. Vision. | say, The attempt at 
the dubbing should be applauded but | am 
sorry, but some of the voices just fell short 
of expectations. | have seen some of your 
dubbed “stuff’ that was better, but then, 
I've also seen worse so keep trying, | do 


notice some improvements in your later 
ventures and hope you will continue to do 
subtitled versions also. 


— Vid~Kid 


POWER DoLLS 


(ay i 
<5 


©1996 Kogado Studio/ARTMIC 


In the year 2535, the planet Omni is 
in rebellion against the oppressive govern- 
ment of Earth. The main weapon used by 
the Omnis was the Power Loader (read: 
generic mecha suits). They are superior 
to the Terran units, but there aren't many 
of them. They are used by elite troops— 
the DoLLS—all of whom are women. 

Their assignment: to blow up a dam, 
and deny a vital town to the enemy. But 
it’s the home town of DoLLS pilot Yao Pei 
Lu, and her father had worked on that dam. 
He lost his life during its construction. Can 
Yao bear to dishonor his memory now? 

With an all-female cast, I'd hoped for 
some insights on war from a feminine view- 
point, but | didn’t get them. Only two other 
characters had any personality at all, and 
the story was condensed from a thousand 
war movies I’ve seen. The art and anima- 
tion were okay but not spectacular, and 
the dubbing was adequate (kudos to Laura 
Chapman as Commander Hardy); if there 
is a Volume 2, | expect it to improve. All 
told, this is as “average” as anime gets. 

Why is DoLLS written funny? Read 
the box! 


— Milton Streeter 


Submitted For Your Diseretion... 


Ushio & Tora 


© 1992 Kazuhiro Fujita / Shogakukan * TOHO ¢ 
Toshiba EMI * OB Kikaku 
© 1996 A.D.Vision 


This is a heart warming story about a 
boy and his err... dog?... ok, so the dog is 
actually a demon and while it may not 
warm the heart, temperatures are in the 
upper 90's. ADV’s newest addition to their 
collection has a lot going for it. 

It's not the usual team up. The boy 
releases a demon pinned in his basement 
in order to help dispel other demons drawn 
to their location. Tora (the demon) is help- 
ing because he claims the right to kill Ushio 
(the said boy who released him... now 
that’s gratitude) and will protect that right 
even if it means fighting along side him 
until all of the demons are destroyed... oh, 
there is this spear complication that Tora 
also has to work around... if you want to 
know more, watch the show. 

It's normally not my type of genre nor 
my style of animation (drawing), | liked 
what Ushio & Tora has to present and hope 
to see more of it - even if it’s to see if Tora 
will get his chance to avenge himself on 
Ushio. For fans of “Zenki”, you will see 
some similarities in concept and plots but 
please, don’t hold it against them. 


— Vid~Kid 
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Neon Genesis Evangelion: 
Genesis 0:2 


—— 


© GAINAX / Project Eva. * TV Tokyo * NAS 
© 1996 A.D.Vision 


Well, since this is the Pro-Dubbed is- 
sue of the Animeco, (and because of the 
large amounts of verbal abuse | received 
for being so honest when | reviewed Ghost 
in the Shell [Animeco issue 3]), | was asked 
to review a dubbed tape and | give this 
dubbed show high marks for dubbing just 
because of the theme for this issue... Not! 

First of all, | will praise the dubbing 
industry when they do the jobs well but 
unfortunately, not too much (in my opin- 
ion) is done well. Second, the high marks 
| give Evangelion is more for the story than 
the dubbing. Yes, the second episode of 
Evangelion submitted was dubbed, and 
while the dubbing was not as bad as | 
feared, | will admit it was better than most. 

The infamous run-on sentences were 
present and the emoting was a lot better 
(you could sense Shinji’s uncertainty and 
fear a lot more than some other dubbed 
films | won’t mention) However, the voices 
did match the characters and | praise ADV 
for trying. (tho’ they can still improve.) 

The storyline slows down a lot for this 
and it is more of a charter building volume 
then anything else. Oh, the EVA is still 
there and, of course the battles with the 
huge ANGELS are exciting, but the story 
is Shinji's attempt to live a “normal” life in 
a society that either treats him like a pawn, 
orahero. Die hard fans of the series will 
find this volume interesting while those 
only looking for action may want to wait 
for the next volume. 


— Vid~Kid 
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Gunsmith Cats 3 


x. fs 


© Kenichi Sonoda / Kodansha * VAP * TBS 
© 1996 A.D. Vision 


The adventure continues for one of 
Kenichi Sonoda’s most popular bounty 
hunter character, Rally Vincent's sidekick, 
Minnie May Hopkins, in Part 3. It picks up 
right after the end of Part 2, with their skir- 
mish against the Russian assassin. 

In terms of voice differences between 
the Japanese & the English voices, about 


the only voice that actually sounded de- 
cent was the Russian female assassin, 
Natasha Radinov. Her voice had the ste- 
reotypical Russian accent, and she actu- 
ally sounded like a cold blooded psycho 
killer who gets her kick out of wasting 
people. 

Finally, there’s one scene where 
Minnie May opens a gift package and ex- 
claims “Does he think we are a bunch of 
Japanese tourists?”, when she finds out 
that there were a box of Hawaiian Macad- 
amia nuts chocolates in it. Methinks that 
this is Kenichi Sonoda’s way of getting 
back at us for giving him all those choco- 
late macadamia nuts during the American 
anime conventions. Overall, the dubbed 
version needs a lot more work in terms of 
the voices, otherwise they both would have 
been be equally recommended for anime 
and manga fans. 


— Florencio Lim Jr. 


J-L15 


a wonderful toy box 
of Japanese stuff 


anime 

manga 

JPOP CDs 

rare dojinshi 
“hentai” software 
Mac & PC CD ROMs 
hundreds of videos 
Japanese magazines like 
Urecco, Cream, Beppin 
School, Suppin, and more 
We've even got subscriptions 
ALL 100% JAPANESE 


(Iffyourton’t#mind#oursaying#4o, 
this#is#Avhat#4ouvNEED.) 
Over 18 years of age, please. 
www.jlist.com 


or#email#info@jlist.com 
for#a#text-based#catalog 


: es Pas = 3 . 
© 1994 Kinji Yoshimoto * Satoshi Urushihara/MOVIC 
Co., Ltd./Sony Music Ent. (Japan) 

©1996 A. D. Vision 


This title has been out for a couple of 
years now, so | won’t waste time on the 
details: Young Girl with a Secret, on the 
run from Evil Military Dude who wants said 
secret in order to gain Ultimate Power. 
Young Girl has Chance Encounter with 
Young Girl Hero, who on impulse decides 
to become Young Girl's Champion, result- 


ing in the upsetting of her Crew, endan- 
germent of her Livelihood, damage to her 
Body, and the kicking of much Butt, result- 
ing in the Saving of the World. 

Now, because the hero and the 
maiden-in-distress are girls, some people 
think there’s something going on between 
them that | can’t mention in the pages of 
this magazine. Well, forget it, folks; this is 
a “buddy” movie, nothing more. The artis 
excellent, like a high-tech version of 
Lodoss War, and Satoshi Urushihara’s 
hand is everywhere. Besides creating the 
original story, he did the character designs, 
key illustrations, and the direction. He has 
also given a great deal of thought to the 
female bust. 

As for the dubbing, it’s the best job I've 
heard in quite a while. Tiffany Grant's 
Elysse was better than Amanda Wynn’s 
impression of Tita, but not by much. A.D. 
Vision has expanded its pool of voice tal- 
ent and it shows; even bit players had dis- 
tinct voices. | especially liked Bryan 
Bounds as Gen. Guizel—this guy has a 
great future doing anime villains if he wants 
it. 
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Check out our website at www.cnethi.net! 


If you’re a purist, you may not like this 
dubbed edition. But ADV is to be congratu- 
lated for trying to get this stuff to a larger 
audience. Their work will challenge Viz 
and Manga, and ultimately all of us will 
benefit. 

By the way, does anyone out there 
know whyit’s called Plastic Little?! 


— Milton Streeter 


ei a i 
© 1997 No Talent Comic & Various 
Issues read: 1-2 (that's all that's out) 


Up until recently, if you wanted to 
break into comics, and you lived in Hawai'i, 
that usually meant you had to send your 
work to the mainland, and then eventually 
move there. One fairly well known ex- 
ample is Stan Sakai, who does Usagi 
Yojimbo (currently published by Dark 
Horse Comics). 

With the event of the new Pagers An- 
thology, aspiring artists in Hawai’i need not 
look any farther than their own backyard 
to submit their stuff for publication. 

What's shown up in the first two is- 
sues so far, is very promising! Especially 
of note is Jon J. Murakami’s Empire se- 
ries which probably tells more without 
many words than what some comics try 
to do with lots, mare'words and pages: Also 
of notetis See ee 
which'fas Strony’mahga influences as 
well as a storyline that currently has a real 
Iczer-1 feel to it. 

Other parts of the anthology give you 
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profiles on the artists and writers, as well 
as little write ups that give you a taste of 
how things are here in the islands. 

All in all this is very much recom- 
mended. Issue #2 should be out every- 
where and #1 & #3 should also be out by 
the time you read this (distributors are 
rather strange like that, you know). 


-- Wendell “Dream Hunter” Hong 


Tenyorimo, Hoshiyorimo 


‘| 4 
ie] 
(¥< LOS 


© 1987 Michiyo Akaishi / Flower Comics 


Tenyorimo, Hoshiyorimo (more than 
the heavens, more than the stars) has got 
to be one of Michiyo Akaishi’s best series. 
It's an oldie but goodie—the series ran 
from ‘87-‘89, and is an 8 book series at 
the Flower Comic shelf of the bookstore. 
Let me just tell you though, the two main 
characters die in the end. | thought I'd tell 
you this, as EVERYONE who reads this 
series goes into it knowing they’re going 
to die. /did. It’s as if the comic book store 
owners in Japan feel they want to prepare 
you for it, or something. 

In any case, the story revolves around 
Miyo Mizumori and Rei Narumiya. Miyo 
discovers she has the ability to control the 
element of water, while Rei can harness 
the forces of the wind. As the story unrav- 
els, you discover that Rei and Miyo have 
had several past lives, and that the future 
of their eternal destiny revolves around 
one, Tadaomi Shijou. The three are rein- 
carnated because in each lifetime the two 
guys fall for Miyo—and Tadaomi, in each 
life, will stop at nothing to get her. Death 
and carnage follow, as Tadaomi has the 
power of fire. So in each lifetime Miyo and 
Rei fall in love, only to be torn apart by 
Tadaomi. So in this lifetime, will Rei and 
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Miyo finally be able to break out of this 
vicious circle? How it’s all resolved may 
surprise you. 


— Shizuku 


Macross 7 Trash 


I've noticed that there are generally 
two schools of thought when it comes to 
this comic series; they are, “I didn’t know 
there was a comic series”, and “I hate 
Macross 7so | didn’t bother’. Hate to dis- 
appoint you all, but the famous Fire 
Bomber band doesn’t even make an ap- 
pearance in the series except for a few 
promo posters, but does go where 
Macross 7 the animated series doesn't. 

Three-dimensional characters. They 
come in the form of Shiva Midou, a young 
airblade player, (think Starlight Express, 
except the rollerblades have jet engines 
on them) rumored to be the illegitimate son 
of Max Jinas, and Mahara Fabriou, a 
former military officer recently turned 
airblade coach. The two become em- 
broiled in massive political intrigue (which 
at book 3 Mikimoto has yet to unravel) as 
there are assassination attempts and the 
like, as well as frequent cameos by both 
Max and Miria. I'd tell you the rest of the 
story but there’re so many unexplained 
things happening that it comes pretty close 
to an X-Files conspiracy theory. 
Mikimoto’s art is excellent, as usual, and 
the story, while frustrating at times be- 
cause there’s so much you don’t know, 
keeps you hooked much for the same rea- 
sons. So while I’m not a Macross 7 fan, 
this series that | picked up purely by acci- 
dent has sucked in another devoted fol- 


lower. It’s in the monthly magazine 
Shonen Ace and the first four compiled 
books are in your bookstore. Check it out! 


— Shizuku 


CD 


Here is Greenwood Vocal 
Collection CD 


Here Is Greenwood 


| es ; 


tainment, Inc. 
Length 79:14 with 14 tracks 


| want to start off by saying thatlama 
huge Koko wa Greenwood fan and when 
given the chance to review this English 
release, | jumped at it. The result? I’m 
rather disappointed, but I’m also very 
pleased. Confused by that? Well, let me 
explain. 

This album is (as indicated) a collec- 
tion of songs which have lyrics from the 
show. In fact there are songs from the 
soundtrack plus several original songs 
from the drama CD's. As far as collec- 
tions go, this one is both good (there are 
several really good songs) as well as dis- 
appointing (two of the best songs from the 
soundtrack, “Race for Barcelona” and 
“Kimi o suki de yokatta” were not put on 
the album). There are also English trans- 
lations of only three songs all from the 
soundtrack. This is especially frustrating 
during the carnival songs, in which over a 
dozen characters sing short parts and it 
is very difficult to tell who is singing when. 

All that aside, if you don’t already have 
the drama CD's (which is likely as these 
are relatively uncommon) this is still a 
worthwhile purchase. The songs “Ukulele 
Love of Older Brother’ and “Rightful Sib- 
ling Love” are hilarious if you are familiar 


with the characters involved. By the way, 
for our readers here in Hawai'i, there is 
actually someone playing a ukulele and 
he’s pretty good, too. 

In final analysis, This CD is a good 
buy in spite of its shortcomings. If you don’t 
have the drama CD's the songs on this 
album are a good alternative and the En- 
glish translations of those three songs are 
really nice. If anyone at JNA Animation 
should happen to read this, how about 
translating the rest of the songs? Even 
rewriting it in Romanji (that’s Japanese 
spelled phonetically using English letters 
in case you didn’t Know) would be better 
than nothing. Especially if you are pro- 
ducing the album as an “English release”. 


— Eric Kihara 


Video Girl Ai 


© 1992 Victor Entertainment, Inc. 
© 1992 Masakazu Katsura / Shueisha, Inc. 
Length 39:32 with 10 tracks 


Wow! What a great marketing idea! 
Let's translate the song credits of one of 
our CD’s and maybe even a song or two 
and call it an “English Release” so that it 
will sell wildly to the unsuspecting public. 
Sarcasm aside, this CD is sort of an ac- 
knowledgment of Anime fandom outside 
of Japan. It includes translations of the 
opening and ending songs as well as the 
credits. 

Here | was thinking that, “Yes! Now, 
rll finally understand what this song is 
about!” and what do | get but the transla- 
tions of two songs that have been avail- 
able over the net for over four years and 
are on the videos. 

If you can get access in any way to 
the original Japanese version of this CD, 


you will be better served to buy it even at 
ten dollars more than this CD. Having the 
Japanese lyrics is better than having none 
at all and you can always ask over the net 
if someone somewhere has bothered to 
translate the songs (someone probably 
has). As a final comment, what is the deal 
with all the ukuleles? The song Ukulele 
Love of an Older Brother appears in the 
Here is Greenwood Vocal Collection CD 
and Glass Moon in this CD has a ukulele 
as well. It's a Hawaiian instrument explo- 
sion in Japan! 


— Eric Kihara 


Memories 
Original Motion Picture Soundtrack 


Se 2 


, 


MEMORIES 


KATSUHIRO OTOMO 


prosents 


original ‘mofion picture soundtrack 


© 1995 JVC 
Length 77:19 with 38 tracks 


Listening to this brought back memo- 
ries of such films like Neo Tokyo, Robot 
Carnival, and Legends of the Forest. 
Somehow, | don’t think that’s why they 
named the film Memories, But I'll admit that 
the soundtrack does have that artsy feel 
to it. 

Loaded with 38 tracks of various 
musical scores, this CD has a lot to offer 
many fans... just not very long selections. 
Mostly between 1 - 2 minutes, the mood 
and beat of each song is varied and dif- 
ferent, and also short. Not surprising, 
since Memories consists of three “acts” 
that are each different stories. The songs 
can range from a big symphony sound to 
that of a “boom box” that has the bass to 
high. 

Tho’ not to my taste, this CD has the 
qualities that | would use during study time 
when | don’t want the room too quiet... you 
know, sorta like elevator music... just lin- 


gering in the background. If short varied 
instrumental music with the occasional 
vocal is more to your taste, then by all 
means, give this a try. | however, will not 
be giving this CD a home in my collec- 
tion... Unless | somehow end up back in 
school. 


— “Seedy” Rom 


Tenchi The Movie 
Tenchi Muyo in Love 


© 1996 Pioneer 
Length: 53:23 with 22 tracks 


We all know the story - Tenchi’s 
mother is in danger in the past and he and 
his friends travel back into time to save 
her so that she and Tenchi’s father can get 
married and Tenchi could be born. (If you 
didn’t know the story... well, sorry to spoil 
it for you.) The soundtrack has all of the 
background music as well as the opening 
and ending songs. 

Unfortunately, some of the 
instrumentals sound the same with only a 
few minor variations to it. After a while, it 
can get rather repetitive. However, there 
are enough songs to keep even that flaw 
almost unnoticeable. The one vocal, “Al- 
chemy of Love” was excellent. | usually 
play that song over and over again so now, 
even though | had the CD for about a week 
now, | have the words committed to 
memory. - 

Fans of Tenchi Muyo should definitely 
add this to their collection. Hey, if we make 
a big enough noise, think Pioneer will re- 
lease a Karaoke collection?... Seeing how 
my publisher is grimacing, | guess my sing- 
ing debut is on permanent hiatus... le sigh!! 


— “Seedy” Rom 
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BOOK 


Samurai from Outer Space 


Understanding 
Japaffese Animation 


© 1996 Antonia Levi 


First a bit of history... | went to our lo- 
cal Borders Books and Music store to lis- 
ten to Dr. Levi lecture on her book, Samu- 
rai from Outer Space. Billed as “Why 
Americans are finding an interest in Japa- 
nese Animation’, | felt that this was some- 
thing worth looking into. The presentation 
was more into the Japanese culture and 
religion and how it was reflected in their 
anime (normally a very boring subject... 
but not the way Dr. Levi presented it). 

Her writing was almost like her pre- 
sentation... FUN! All her little quips, hu- 
mor and stories can easily be found in her 
writing. Granted, | am already an avid fan 
of animation, but even those who are new 
or even totally ignorant of the subject of 
Japanese animation will find this book a 
refreshing introduction to anime and the 
Japanese culture. 

| can honestly say that my insight into 
why certain characters did what they did 
is a lot clearer and the motivations now 
make sense. (Not to mention why the 
Japanese Soap Operas are so DE- 
PRESSING yet so addicting... even more 
so then American soap operas.) Although 
a lot of inside jokes which deal mostly with 
culture are still somewhat missed, a lot has 
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been made clearer by this book. 

One of the things | liked about this was 
that all the references (anime shows) can 
be found in your local video stores. While 
| have seen most of them, | definitely be- 
came interested in several titles while 
reading this book. 

| recommend this book for everyone 
whether or not they are interested in Japa- 
nese animation; the writing style is easy 
to read, she makes the subject matter ex- 
citing and you find yourself learning more 
about a culture even when you don't ex- 
pect it. 


— Ross Yoshino 


CD-ROM 


Three Sisters’ Story 
CD-ROM Anime Game 
f 


Ay Sakura Soft 


yn" 


4 


© 1996 Sakura Soft / JAST 


Your family has been destroyed. Your 
father was dishonored and committed sui- 
cide and your mother literally worked her- 
self to death. When your brother, who you 
never saw for years, returns, both of you 
embark on an quest for revenge. The only 
question is, how far do you go? (You don’t 
need to write us an answer...) 

As Koichi Sanada, that question 
seems clear when the man responsible 
for your family's grief leaves his three 
daughters behind and disappears. With 
him gone, life can return to normal for both 
you and your brother, right? Heh Heh 
Heh... Yea, right! 

This latest release from the new com- 
pany called Sakura Soft has a very good, 
very well written and VERY REVEALING 


I a a eS are are 


story line that will leave the player beg- 
ging for more. Unfortunately, for all you 
young computer jockeys, this is for adults 
for the scenes get... well... GRAPHIC. 
While the background is pretty much ex- 
plained in the beginning of the story, the 
game takes place several days after Shoji 
Okamura disappears and the whole for- 
mat seems more of a computer comic 
book than a game. There are no puzzles 
to solve and the entire outcome is deter- 
mined by your choices throughout the 
story. While it's more a series of still 
graphic art than moving pictures, it leaves 
very little to the imagination. 

Although it has the flavor of a Choose- 
Your-Own Adventure™ book, there are 
times when you literally have no choice. 
There are times when the menu with your 
choices appears and there is only one 
choice listed. | feel those can be left out. 
The graphics, though they're just snap- 
shots, are well rendered with GREAT de- 
tail. The soundtrack has no dialogue but 
the music is great to listen to. It does tend 
to get “wordy” at times but there are ways 
to speed past them. However, that tends 
to skip over important clues that you might 
need later. As for the software itself, | love 
the way it takes virtually no space on my 
hard drive (several K-bytes.) In my opin- 
ion, | will be adding this to my collection 
as soon as | can and for the rest of you... 
give it a try, | don’t think you'll be disap- 
pointed. 

To Sakura Soft, good job on this one, 
and feel free to send me some free soft- 
ware and | would not mind some new 
games as well (hint, hint). | will definitely 
be looking forward to your other projects. 


— “Seedy” Rom 
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From The Hip, continued from page 23... 


convention in 1991.” Is that where he found 
out about the signature weapon used in 
Gunsmith Cats, the CZ-75? “No,” said Mr. 
Sonoda, “I used to read Gun magazine (a 
Japanese Airsoft-and-gun review maga- 
zine), and | read a report about the CZ- 
75 by Nagata Shuichi. He said it was re- 
ally great, so | decided to use it! | like the 
original version of the CZ-75, which has a 
short slide rail. It’s really cool!” Did he con- 
sider any other gun for the role? Say, the 
SIG-Sauer P220 (a favorite of federal po- 
lice organizations like the Secret Service)? 
He laughed, and said, “Actually, | like that 
one too—as a matter of fact, Rally loses 
her CZ-75 in the story and uses the SIG- 
Sauer as a substitute!” 


Besides gun magazines, Sonoda also 
collects Airsoft and model guns. For those 
of you not familiar with these, they are very 
realistic-looking toy guns that fire a6 mm. 
diameter plastic BB. Since real guns are 
forbidden for private ownership in Japan, 
Airsoft guns (and non-operational model 
guns) act as a sort of substitute. They 
range from inexpensive pistols all the way 
up to Airsoft six-barrel Vulcan guns of the 
type usually mounted on vehicles! Inci- 
dentally, since Gunsmith Cats has become 
popular, one of the biggest Airsoft gun 
manufacturers, TOKYO MARUI, rushed 
out an Airsoft version of the same CZ-75 
used in the manga! 


He’s also fascinated with 
“supercars”—even though he doesn’t cur- 
rently have a driver’s license! He did at 
one time ride motorcycles, although he 
doesn’t have one any more. 


You're probably wondering what we're 
going to see next from Mr. Sonoda. | asked 
him this question, and he told me he was 
thinking of anew manga. He wants to do 
a SF manga, with a giant robot and a hero, 
a la Evangelion. Why? “I want to do this 
one so | can draw everything myself: all 
the characters, and the robots, and the 
mecha!” You heard it here first, folks — 
and I’m sure you'll be just as excited as | 
am to see it! 


Gunsmith Cats is currently published 
in the US by Dark Horse Comics, pro- 
duced by Studio Proteus. The current se- 


ries, The Return Of Gray, will run seven 


issues—but don’t worry. Series 3, which | 


will be titled Shades Of Gray, is scheduled 
to begin as a five-issue series starting in 
May. This new story involves the appear- 
ance of anew character, who promises to 
give Rally and Minnie May a lead on find- 
ing the ever-elusive Gray. Back issues of 
Gunsmith Cats | and II are available at your 
local comic shop, or can be obtained di- 
rectly from: 


Dark Horse Comics 
Dept. IHA 

10956 SE Main St. 
Milwaukie OR 97222 
1-800-862-0052 


See you next time! 


Toni-chan, continued from page 28 


remaining humanity is her ghost, the faint, | 
intuitive echo of her human mind. Yet, | 
people constantly remind her of her female | 
biology, of her menstrual cycle and her | 
ability to bear children. If Motoko is viewed | 


purely as psychic presence powering a 


mecha body, those comments make little | 


sense. For a miko, however, such remind- 


ers would be normal, a reference to her 


essentially female power. 


Motoko, in fact, is the ultimate mecha-miko. | 
Her task is to exorcize a mecha-demon, | 


the “Puppet Master’ who is taking over the 
world’s computer systems. She does so 
in a thoroughly miko-like manner, joining 
herself with the computer, becoming one 
with it. By the end, she has a new body 
and possibly a new soul. She describes 


her metamorphosis as a kind of growing | 
up process, suggesting she is now both | 


herself and not herself in the same way 
that a woman is still the girl she once was 
and yet not the girl she once was. It’s an 
unsatisfactory answer and, in the context 
of Ghost in the Shell, one fraught with 
menace. 


You'll want to get the next 
issue of Animeco to read 
Milton Streeter’s in-depth 

article on Anime Music 

about the different kinds of 


Learn 


albums and the history of 


music for anime shows. 


Reviews, news and more... 
See ya in the Summer! 
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